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redn of the Frontifpicce. 
ird en Spain at fuß deriv'd its Name, 
; Both an ingenious, and 4 cleanly Game. 
Ont Gameſter leads {the Table green as Graſs) 

* And each like Warriers ſtrive to gain the Pals, 
"Bat in the: comeſt Cer the Pals be won, | 
* Hazzards are many into which they 1 un. 

Thus while we play on this Terreſtrial Stage, 

Nothing but Hazzard doth attend each age. 

Wien bere are Hazzardiplay'd another ways ; 
Bor and Dice; tis Hazzard is the Play 
The Bully-Rock with mangy Fiſt, and Por, 


of TFaſtles ſome out, and then takes up the Box. 


He throws the Main, and «crys, who comes at Seven 
Thus with a dry Fift nicks i? with Eleven. * 
Font, be rats out Gaths | dare not tell, 
Hot, piping out, and my come from Hell. 
Old Nick „er- bearing, by à Palming-trick 


© Secures the Gamelter thus the Nicker's nickt. 


Nop # Iriſh; or Back-Gammoners we come, 


der Maney, with their Men ſafe bome 3 


© But as in War, ſo in this. ſubtle Play, 


= The firagline Mex are ta en up by the. way. $1 
By entrinp then, one reinforceth more, 
It may be to be loft, as theſe before. 


By Toppirg, Knapping, and foul Play ſome Win 3 
© But theſe are looſers, who ſo gain by ſin. | 
er thefe three the Cock-pit claims a Name z 
ert gentile, and call d « Royal Game. 
Now fee the Gallants cron d about the Pit, | 
1ſt are flock? with Money more than Nit; 
WE ſure they would net, with jo great 4 ftir, 
Ten to One on 4 Cock's 2 $ Spur, 
Laſtly, obferve the Women with what Grace, 
hey ft, and look their Partners in the Face. 
Who from their Eyes ſhoot Cupid's Sry Darts; * 
el bus make them loſe at once their Game and Hearts, 
kT beir white and, (bene re the Cards they Cut) 
. the 1 po chan e — Gow to Putt. 
ve Women knew their ! ts, then ory d, Bnougb 
Fs leave of Whilt, I oto Putt.) or Ruff, © ; 
lies, don't truſt your ſecrets in that Hand, 
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N E A D E K. 


Reader, 


Was once rolaly 'd to hive 
let this enſuing Treatiſe to 
have ſtept naked into the World, 
5 e ſo much as the leaſt ragg 
of an Epiſtle to defend it a little 
* from che cold welcome it may 


A 4 meet ; 


expects, "ue neceſſity requires it, 


give me leave to ſhow you the 


motives inducing to this preſent 
Publication. 5 


It is not (1 8 you) any 
private intereſt of my own that 
caus d me to adventure on this 

Subject, but the delight and be- 
nefit of every indhfdnal Perſon; 
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FE The Epiſtle to the Reader. 


meet with in its Travells; but 
knowing that not only cuſtom 


Delight to ſuch who will paſs a- 


way "x ſpare Minutes in harm- 


Teſs Recreation if not abus d; and 


Profit to all, who by inſpecting 
| All manner of Games may obſerve 


3 bo cheats and abuſes, and ſo be 


I accrue chereby. 
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| Certainly 1 
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_. Certainly chere i is no Man ſo 
ſevere to deny the lawfulnefs 
of Recreation; There was ne- 
ver any Stoick found ſo cruel, 


either to . himſelf, or Nacure,. 


. — - 
— a — — i — 
= — 
- — 
— — — 


but at ſome time or other 
he would undend his Mind, and 
give it liberty to ftray into ſome. 
more pleaſant Walks, than the 
miry heavy Ways of his own. 
ſowr willful, Reſolutions... You 
may obſerve the Heathen. Sages 
of che firſt World founded with 


their Laws, their Feaſts, with 


their Labours, their Olympicks, 
with their Warfare their Tri- 
umps, Nay at this day the 


ſevereſt Dionyſian-Pedagogue will 


give his Scholars their P lay-days, 


| 2 Breakings up with a Horum 


mijere | | 
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 miſere Iaborum, feſſum e | 
mam juvat. And the mo 


** . J 3 c- 
yetous | Maſters will rye their 


obſerved in the courſe of ma- 
ny Men of excccding ſtrict lives 


and converſation, to. whom 
although ſeverity of Profeſſion, 
| infirmity of Body, extremity of 
Age, or ſuch like, have taken 
| away all acta | Recreatt- 
on, yet have their Minds begot 
unto themſelves ſome habits 
or cuſtoms of Delight. which 


have in as large meaſure given 


them contentment whether they 
were their own, or borrowed, 


ſervants but to certain hours; 

every toyl exacting as ex officio, 
or out of duty ſome time 
for Recreation. I my ſelf have 


| Ss of the ſame,  Furthers 


Lighten your Labour 


Now what Recreation this 
"ſhould be I cannot preſeribe, 
nor is it requiſite to confine any 
to one ſort of Pleaſurc, ſince here- 
in Nature taketh to ro ſelf an 
eſpecial Prerogative, for what to 
one is moſt pleaſant, to another is 


1 zpiſile ve thi Reader 
as. if they had been the ſolg 


more, Recreation is not only 
lawful but oeceſſary;; 


Tnterpone tu?s oterdum pr cis, 

Ut poſſis animo quemyis ſufferre laforem. 

89 intermix — jay, you may 
4 tile Play ra bh 


moſt offenſive; Some ſeeking to 
farisfic the Mind, ſome the Body, 
and others both in a joynt Mo- 


tion. To this end I haye laid 
before 
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like theſe) to be ſupp 
ter. Miſtake me not, it is not 


cheated by them: If I am im- 


petieet in my diſcqverics, ; im · 
pute it to my being no profeſt 

Cameſter, and che hatred I bear 
chat Heli ſociery 3 by whom 1 
know I ſhall be Lau Be at, and 
with whom if I ſhould: cohyerſc, 


Fnnght ſooner by my ſtudy come 


to be Nature's Secretary, and 


unriddle all her Arcana's, than 


collect from them any new 
3 ſecret, by which 
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bifore you” what dit i 
| Paſtimes [ could collect for a 


preſent; leaving tlie reſt (as you 
I'd hereaf- 


my intention to make Gameſters 
by this Collection, but eo inform 
all in part how to avoid being 


as CE 


OO ee RL 


* 
_ 
— 


ſter, if you loſe not your 
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. and purchaſe Money and 
z00d Apparel with eyerlaſting 


dame and infamy. 4 


* 7 8 


To conclude, let me ad 
viſe you, if you play (when 
your buſineſs will permit) let 
not a covetous deſire of win 
ning anothers Money engage 
you to the loſing your own; | 
which will not only diſturþ || 
your aind, but by the diſ- 
reputation of being a Game- 


Eſtate, you will certainly loſe 

your Credit and good Name, 
chan which there is nothing more 

valuable. „ 


Thus 


— 


excuſe tu Etrors, b ſhatl 2 


ver ſtudy how to ſitve you 
and ſubſcribe my {elf a 
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Of Gameing i General, or an Ordinary 
„„ a 


as if they 


. lyrical diſtemper, which ſeizing the Arm the 2 
Man cannot chuſe but ſhake his Elbow. It hath 
this ill property above all other Vices, that 
it renders a Man incapable of proſecuting any © 


plung d to the bottom © 


this minute the Gameſter's countenance is ſo 
ſerene and calm, that one would think nothing 
could diſturb ir, and the next minute ſo for- 


_paſſion, till he hath loſt fight both of ſenſe 
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gg Ameing is an enchanting witchery, 
_ * gotten betwixt 1dleneſs and Avarice: 
An itching Diſeaſe, that makes 
ſome ſcratch the Head, whilſt others, 
were bitten by a Tarantula, are laughs 
ing themſelves to death: Or laſtly, it is a Para- 


ſerious action, and make him always unſatif. 
fied with his own condition; he is either lif- . I 
ted up to the top of mad N with ſucceſs, or 
| deſpair by misfor- 
tune, always in extreams, always in a ſtorm; 


my and tempeſtuous that it threatens deftru- ' 
Qtion to it ſelf and others; and as he is tranſ- 
ported with joy when he wins, ſo loſing he is 
toſt upon the billows of a high ſwelling > ] 


I | 


2 \ Of Gameing in general, 


I have ſeen ſome Dogs bite the ſtones which 
Boyshave thrownat them, not regardingwhence 
they were flung; ſo I have ſeen a looſing Game- 
ſter greedily gnawing the innocent Box, and 
ſometimes tegring it to pieces as an àcceſſary to 
his throwing out; nor mult the Dice go unpuni- 
ſhed for not running his chance, and therefore in 
rage are thrown on the ground to be kickt to 
and fro by every body; and at laſt looktupon 
no 2 the fit companions of every ſaucy 
Then freſh Dice are called for, as thinking 

they will prove more kind than the former, or 
as if they believed that ſome were good natur'd, 
others bad, and thatevery Bale produced adif- 
ferent diſpoſition. If theſe run croſs too, the 
Box-keeper ſhall not go without a horrid execra- 
tion, if for nothing elſe but that he lookt ſtrict- 

ly to the caſt, it may be conceiving that his very 

Eyes were capable of Ne them turn to his 

diſadvantage. This reſtleſs man (the miſerable 
Gameſter) is the Prot ng 28 of ay man's 
pitty. Reſtleſs I call him, becauſe (ſuch is the 
itch of play) either winning or ISofing he can ne- 
ver reſt fatisfied ; it he wins he thinks to win 
more, if he looſes he hopes to recover: To this 
Man's condition the laying of Hannibal to Mar- 
cellns may be fitly applied, that nec bonam, nec 
malam fortunam ferre poteſt, he could not be 
quiet either Conqueror or Conquered, Thus 
have I heard of ſome who with Five Pounds 


| F have 
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_ Or an Ordinary deſcribed. 2 
© have won Four Hundred Pounds in one Night, 
and the next Night have loft it to a fumnot half 
ſo much; others who have loſt their eſtates and 
won them again with addition, yet could not be 
quiet till they loft them irrecoverably.  - 
| And therefore fitly was that gation pro- 
| pounded, Whether Men in Ships at Sea were to 
| e accoumted among the living or the dead, be- 
cauſe there were but few inches betwixt them and 
drowning. The ſame quere may be made of great 
.  Gameſters, though their eſtates be never ſo con- 
| Htiderable, Whether they are to be eſteemed poor 
or rich, ſince there are but few Cafts at Dice 
betwixt a rich man (in that circumſtance) and 
a beggar. 
No ſince ſpeculationwill not be convincing 
'þ unleſs we ſhew ſomewhat of the modern pra- 
Ctice; we muſt therefore lay our Scene at an 
Ordinary, and proceed to action: Where note, 
an Ordmary is a handſome houſe, where every 
day, about the hour of twelve, a good Dinner 
is prepared by way of Ordinary, compoſed of | 
variety of diſhes, in ſeaſon, well dreft, with all | 
other accommodations fit for that purpoſe ; 
whereby many Gentlemen of great Eftates and 
good repute, make this place their reſort, who 
after Dinner play a while for recreation, both 
moderately and commonly, without deferving 
reproof: But here is the miſchief,the beſt Wheat 
will have Tares growing amongſt it, Rooks and 
Daus will ſometimes be in the company of Pi- 
_” B 2 Seons; 
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play in an 


geons; nor can real gentlemen now a- days, ſo ſe- 
clude themſelves from the ſocietyof ſuch as are 
pretendedly ſo, but that they oftentimes mix 
company, being much of the ſame colgur and 
feather, and by the eye undiftinguiſhable. 

It is reported of the Pohpus ( a Fiſh ) that it 


will conform it ſelf to the colour of what is 


1 


neareſt, for ſecurity, and add antage: And ſo do 
theſe pretended Gentlemen attire themſelves in 


what is both gentile and faſhionable, that under 


that diſguiſe they ag; ctiny more facility riggle 
themſelves into the ſociety of ſuch worthy per- 
ſons, out of whom they intend to ſqueeze ſome 
ſums of moneys by Cards, Dice, ot otherways. 
Theſe Rooks can do little harm in the day 
time at an Ordinary, being forc'd to play upon 
the Square, although now and then EE make 
an advantage, when the Box-keeper goes with him, 


and then the Knave and Raſcal will violate his 
truft for prone, and lend him (when he ſees 
7 


good) a Tickler ſhall do his buſineſs; but if 


"diſcovered, the Box-keeper ought to be ſound- 


ly kickt for his pains : Such practices, and ſome- 


times the Box-keepers connivances, are ſo much 


us'd of late, that there is nothing near that fair 
Ordinary, as formerly. 


I be day being ſhut in, you may properly 

compare this place to thoſe Countries which lye 

far in the North, where it is as clear at midnight 

as at noon- day: And though it is a houſe of Sin | 

vet you cannot call it a houſe of Darkneſs, * ä 
5 the 


Or an Ordinary deſcribed, 5 
the Candles never go out till morning, unleſs 
the ſudden fury of 'a looſing Gameſter make 
them extinct. [1 . 25 
This is the time (when ravenous beaſts uſu- 
ally ſeek their prey) wherein comes ſhoals of 
Huff, Hector, Setters, Gilts, Pads, Biters, Di- 
vers, Lifters, Filers, Budgies, Droppers, Croſs- 
byters, &c. and theſe may all paſs under the ge- 
neral and common appellation of Rooks. And 
in this particular, an Ordinary ſerves as an Nur- 
ſery for Hö urn; for if any one will put himſelf 
to the trouble-of obſervation, he ſhall find, that 
there is ſeldom a Year wherein there are not 
ſome of this Gang hung as precious Fewels in the 
ear of Tyburn: Look back and you will find a 
great many gonealready, God knows how many 
are to follow, OUT, 4 * 

Theſe Rooks are in continual motion, walk- 
ing from one Table to another, till they can diſ- 
cover ſome unexperienc'd young Gentleman, 
Caſheer or Apprentice, that is come to this 
School of Virtue, being unskill'd in the quib- 
bles and devices there practiſed; theſe they call 
Lambs, or Colls Then do the Roots (more 
properly called Volves) flrive who ſhall faſten 
on him firſt, following him cloſe and engaging 


him in ſome advantageous Bets, and ar length 


worries him, that is, gets all his money, and 
then the- Rooks (Rogues I ſhould have ſaid) 
laugh and grin, ſay ing, the Lamb is bitten. 


'B 3 Some 
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6 © Of Gameing in general, 
Some of theſe Rooks will be very importunate 
to borrow mony of you without any intention 
to pay you; or to go with you ſeyen to twelve 
half a Crown or more, whereby without a very 
great chance (ten to one or more) he is ſure to 
win: If you are ſenſible hereof, and refuſe; his 
propofition, they will take it ſo ill, that if you 
have not an eſpecial care they will pick your 
ocket, nim your gold orfilver buttons off your 
Cloak or Coat; or it may be draw your filver- 
hilted Sword out of your Belt without diſco- 
very, eſpecially if you are eager upon your 
Caſt, which is done thus; the filver buttons ate 
Trung, ox run upon Cat guts faſtned at the 
upper and nether end; now by ripping both 
ends very ingenĩiouſly (as they call ir) give it the 
gentle pull, and ſo rub off with the buttons; 
and if your Cloak be looſe tis ten to one they 
have it. | 
But that which will moſt provoke (in my opi- 
nion) any Man's rage to a juſt ſatisfaction, is 
their throwing many times at a good Sum with 
a diy (as they call it,) that is, if they nick you, 
tis theirs; if they looſe, they owe you ſo much 
with many other quillets: ſome I have known 
ſoabominably impudent, that they would ſnatch 
up the Stakes, and thereupon inſtantly draw, 
Jay ing, if you will have your money you muſt 
fight for it; for he is a Gentleman and will not 
want; however if you will be patient, he will 
pay you another time; if you are ſo tame 4 
2 9 8 a take 
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Or an Ordinary deſcribed. 7 


take this, go no more to the Ordinary; for then 
the what k ang will be ever and annon watchin 
an opportunity to make a Month of you in the 
like nature. If you nick them, *tis odds if they 
wait not your coming out at night and beat you: 
I could produce you an hundred examples in this 
kind, but they will rarely adventure on the at- 
tempt, unleſs they are backt with ſome Bull. 
Hufe, and Bull-Rocks, with others whoſe for. 
tunes are as deſperate as their own. We need 
no other teſtimony to confirm the danger of aſ- 
ſociating with theſe Anthropo-phagi br Man- 
eate Sig: bi Lincolns-Inn-Fields whit Speer; 188 
rer was kept in Bell yard, and that you 
need not Wi 


not. want a pair of Witneſſes for the proof 


thereof, take in 115 Covent Garden. 


Neither is the Houſe it ſelf to be exempted, 
every night almoſt ſome ore or other, who ei- 
ther heated with Wine, or made cholerick with 
the loſs of his Mony, raiſes a quarrel, ſwords 
are drawn, box and candleſticks thrawn at one 
anothers head, Tab es overthrown, and all the 


Houſe in ſuch a Garboyl, that itis the perfect 


Type of Hell. Happy is the Man now thatcan 


make the frame of a Table or Chimney-corner 


his Sanctuary; and if any are ſo fortunate to get 


to the Stair-head, they will rather hazard the 
breaking of their own necks than have their 
Souls puſht out of their Bodies in the dark by 
they know not whom. e erke. 
I once obſerved one of the Deſperadbes of the 
3 B 4 ' Town 


_— 
+ 


* — — — rr „ = 


8 Of Gameing in general, 
Town (being halfdrunk)to preſs a Gentleman 
. very much (at play) to lend him a Crown, the 
Gentleman refugd him ſeyeral times, yet ſtill 
the Borrower perſiſted. and holding his Head 
ſomew hat too near theCafters elbow, it chanced - 
| to hit his noſe, the other thinking it to be affront 
enough ro be denied the loan of Money without 
this ſlighttouch of the noſe, drew, and ſtepping 
back (unawares to the Gentleman) made a full 
paſs at him, intend ing to have run him through 
the Body ; but his drunkenneſs miſguided his 
hand ſo that he ran him only through the arm: 
this put the Houſe into fo great a confuſion and 
fright, that ſome fled: thinking the Gentleman 
ſlain. This wicked Miſcreant thought not this 
ſufficient, but tripping up hie heels, pinn d him 
as he thought to the floor; and after this, takes 
the Gentlemans filver ſword, leaving his in the 
wound, and with a Grand- Jury of Dammees 
(which may hereafter find him guilty at the 
Great Tribnnal) bid all ſtand off if they lov'd 
their lives, and ſo went clear off with ſword 
And liberty; but was not withſtand ing (the Gen- 
ttleman recovering) compel'd to make what ſa- 
tisfaction he was capable of making, beſides a 
long impriſonment; and was not lohg abroad 
before he was apprehended for Burglary, com- 
mitted, condemned, and juſtly executed, 
| — —— ÞFatebere tandem 3 4 
'' _ Nee Sudum, nec Tireſſam quenquam ef] 
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Or an Ordinary deſetibed. 9 
But to proceed on as to play: late at Night 
when the Company grows thin, and your eyes 


dim with watching, falſe Dice are frequently put 


2 ignorant, ot they are otherwiſe cheat- 
| by Topping, Slurring, Stabbing, &c. and if 
you he not careful and vigilant, the Box keeper 
ſhall feore you up double or Treble Boxes, and 


though you have loſt your money, dun you 4s 
"ſeverely for it, as 
the World. 


if it were the juſteſt debt in 
$39 Fes YE: et 

The more ſubtle and gentiler ſort of Rooks 

(as aforeſaid) you fhall not diſtinguiſh by their 


outward demeangr from perſons of condition; 
; theſe will fit by a whole vening, and obſerve 
. who wins; if che Winner be Þubbleable, they 
Will infinuate themſelves into his company by 
applaud ing his ſucceſs, adviſing him to leave off 
whileſt he is well; and laſtly, by civilly invit- 


ing him to drink a glaſs of Wine, where having 
well warm'd themſelves to make him more than 


half drünkthey wheadle him into play;to which 


if he condeſcend he ſhall quickly have no mony 
left him in his Pocket, unleſs perchance aCrown 
the Rooking- winner lent him in courteſie, to 
bear his charges homewards. 
This they do by falſe Dice, as High-Fullams 
4, 5, 6. Low-Fullams 1, 2, 3. By Briſtle-Dice, 
which are fitted for their purpoſe by ſticking a 
Hogs-briſtle ſo in the corners, or otherwiſe in 


the Dice, that they ſflall run high or low as they 


pleaſe ; this briſtle muſt be ſtrong and ſhort, by 
5 which 
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pr O Gameing in General, 
which means the briſtle bending, it will not lie | 
| 98 that ſide, but will be tript over; and this is | 
the neweſt way of making a high or low Fulam: 
the old ways ate by. drilling them and loading 
| - them with Quick-ſilver; but that cheat may be 
| nſily diſcovered by their 2 or holding 
mo corners between your forefinger and thumb, 
Af holding them ſo gently between your fingers 
| hey turn, you may then conclude them falſe; 
br you may try their falſhood otherwiſe by 

| breaking or ſpliting them: others have made 
tem by filing and rounding; but all theſe ways 
Ill ſhort af the Art of thoſe, who make them: 
dome wwhereof are ſo admirably skilful in making 
| -ABaleotDiceto run what ou would have them, 


. — 


that your Gameſters think they never give e 
pough for their purchaſe if they prove right. 
They are ſold in many places about the Town; 
price curxent (by the help of a friend 4151 
_thillogs, whereas an ordinary Bale is ſold for 
Bx pence; fot my part] ſhall tell e [ 


would have thoſe Bales of falſe Dice to be fold 
at the Price of the Ears of ſach deſtru ive 
Knaves that made them. 
Another way the Rook hath to cheat, is firſt 
by Falxing, that is, he puts one Dye into the Box, 
And keeps the other in the hollow of his little 
| finger, which noting what is uppermoſt when 
he takes him up, the ſame ſhall be when he 
throws the other Dye, which runs doubrfully 
any caſt. Obſerve this, that the bottom and top. 
4 l O 0 
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Or an Ordinary deſcribed. 27 
of all Dice are ſeven, ſo that if it be 4 above, it 
muſt be a 3 at bottom; ſo 5 and 2. 6 and 1. 
Secondly, by Toppmg, and that is when they 
take up both Dice and ſeem to put them inthe 
Box, and ſhaking the Box you would think them 
both there, by reaſon of the ratling occaſioned - 
with the ſcrewing of the Box, whereas one of 
them is at the top of the Box between his two 
forefiagers, or ſecured by thruſting a forefinger 
into the Box. Thirdly, by Slurring, that is, by 
taking up your Dice as you will have them ad- 
vantageoully lie in your hand, placing the one 
a topthe other, not caring if the uppe run 
a Milli- ſtone (as they uſe to ſay) if the under- 
moſtrun without turning, andtherefore aſmoeth 
table is altogether requiſite for this purpoſe; 
on a xrugged rough board it is a hard matter to 


be done, whereas on a ſmooth table (the beſt 


are rub'd over with Bees · wax to fill up all chinks 
and creviſes) it is uſual for ſome to ſlur a Dye 
twyo yards or more without turning. Fourthly, 
by Anapping, that is, when you ſtrike a Dye 
dead that it ſhall not ſtir, this is beſt done with- 


in the Tables; where note there is no ſecuring | 


but of one Dye, although there are ſome who 
boaſt of ſecuring both: 1 have ſeen ſame ſo 
dexterous at Knapping, that they have done it 
through the handle of a quart Pot, or over a 
Candle and Candleſtick: but that which moſt 
admired, was throwing through the ſame leis 
than Ames Ace with two Dice upon a Groas 


held 


12 — Of Gameing in general, 
| Held in the left hand on the one fide of the han- 
dle a foot diſtance, and the Dice thrown with 
the right hand on the other, 

Laſtly, by Stabbing, that is, having a Smoath 

Box, and ſmallin the bottom, you drop in both 
| r Dice n ſach manner as you would have 
them ſticking therein by reaſon of its:narrow- 
neſs, the Dice lying one upon another; ſo that 
turning up the Box, the Dice never tumble; if 
u ſmooth Box, if true, but little; by. which 
means you have bottom according to the tops 
His put in; For example, if you put in your 

ce ſo chat two fives ot wo fours lie ac top, 

vou have iii the bottom turm d up two-two's, 
or two treys; ſo if fix and an Ace a top, a 
Six and an Ace at bottom. 

Now if the Gentleman be ſt hat Claſh 
f Ignoramuſſes, then they effect their purpoſe 
by Croſs byting, or ſome other dexterity, of 
Which they have all variety imaginable. A friend 
.of mine wondring at the many flights a noted 

Gameſter had to deceive, and how nearly and 
undiſcoverably he managed his tricks, wondring 
withall he could not do the like himſel , ſince he 
had the ſime Theory of them all, and knew how 
they were done; © young man, replyed.the 
Gameſter, there 1 is nothing to be attaind with. 
out pains; wherefore had you been as laborious 
as my ſelf in the practice hereof, and had ſweat- 
ed at it as many cold winter mornings in your 


Nerd as I have done in mine, undoubtedly you 
would 


* 
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ly cannot be long; for here you ſhall be quickly 
deftruy*d under pretence of kindneſs, as Men 
were by the Lamie of old; which you may 


Or an Ordinary deſcribed. 13 
would have arrived at the ſame perfection. 

Here you muſt obſerve, that if theſe Rooks 
think they have met with a ſure Bubble, they 
will purpoſely loſe ſome ſinall ſum at firſt, that 
they may engage him the more freely to bleed 
(as they call it) which may be at the ſecond, if 
not beware of the third meeting, which under 


the notion of being very merry with wine and 


good cheer, they will make. him pay for the 
roaſt. 1 
Conſider the further inconveniences of Ga- 
ming as they are rank'd under theſe Heads. 
Firſt, if the Houſe find you free to the Box 
and a conſtant Cafter, you ſhall be treated witʒñu 
2 at night, and a Cawdle in the morning, 
having che honour to be ſtiled à Lover of the 
Houſe, whilſt your money lafts, which certain- 


eaſily gather if from no other confideration 


than this; that I have ſeen three perſons fit 


down at twelve penny In and In, and each draw 


forty ſhillings a piece in leſs than three hours, 
the Box hath had three pound, and all the three 
Gamſters have been looſers. | 


Secondly, confider how many perſons have 


been ruined by play, I could nominate a great 


many, ſome who have had great eſtates have loſt 
them, others having good employ ments have | 
been forced to deſert them and hide W | 

rom | 
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14 O Gamting in general, 
from their Creditors in ſome foreign Plantation 
by reaſon of thoſe great debts they had contra- 
Cted through Play. ae 


"Thirdly, this courſe of life ſhall make you 


liable to ſo many affronts and manifold vexati- 
ons, as in time may breed diſtraction. Thus 
a young fellow not mary years fince; had by 
ftrange fortune run up a very ſmall ſum to 2 


thouſand pounds, and thereupon put himſelf in- 


toa garb accordingly; but not knowing when 
he was well, fell ro play again, fortune turr'd, 
he loft all, ran mad, and fo died. CH 
Fourthly, is it not extreme folly for a man 
that hath a competent eſtate, to play whether he 
ox another man ſhall enjoy it, and if his eſtate 
be ſmall, then to hazard even the loſs of that 
and reduce himſelfto abſolute beggery; I think 


it madneſs in the higheſt degree. Befides, it 


hath been generally obſerved that the loſs of one 


hundred pounds ſhall do you more prejudice in 


diſquieting your mind, than the gain of two 
Hundred pounds ſhall do you good, were you 
ſute to keep it. ay | 
Laſtly, conſider not only your loſs of time 
which is invaluable. Nulla major eff jactura 
quam temporis amiſio, but the damage alſo the 


very watching brings to your health, and in 


1 to the Eyes, confirmed by this Dh 

ick. 

Ha nocent ociilis, ſed vigilare magis. 
m. Garlick, 
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Alia, Vina, Venus, Fumus; Faba, Lumen & Ignis 
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Garlick, Wine, Women, Smoak, Beans, Fire 
Ea (and Light 
Do hurt the Eyes, but watching more the 
1 ſhall conclude this Character with 0 peni- 
tential Sonet written by a Lord (a great Game- 
ſter a little before his death) which was in the 
Year 1580. 
By loſs in play men oft forget 
e duty they do owe | 
To bim that did beftow the ſame, 
And thouſands Millions moe, 
I bath to hear them ſwear and flara 
I hen they the Main haue loft, 
Forgetting all the Byes that were 
Vith God and Hoh Ghoſt : | 
By wounds and nails they think to win, 
But truh tis not ſo; ' 
For all their frets and fumes in fon 
| They monileſs muſt go. SL 
There is no Wight that 0d it more 
| Than be who wrote this Verſe, 
| p ho cries peccavi nom therefore, 
| His Oaths his heart do pierce ; 
Therefove example take by me 
That curſe the luckleſs time, 
That ever Dice mine ys did ſee, 
Which bred in me this crime. 
Lord pardon me for what is paſt, 
T will offend no more, 
In this moſt vile and finful caſt 
_ Which I wil ſtill abhor. 


* 
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The Character of a Gameſter. 


Come fay he was born with Cards in his 


kJ hands, others that he will die ſo; but cer- 
tainly itis all his life, and whether he ſleeps or 


wakes he thinks of nothing elſe, He ſpeaks the 


language of the Game he plays at, better than 
the language of his Country; and can leſs in- 
dure a ſoleciſin in that than this: he knows no 
Judge. but the Groom porter, no Law but that 
of the Game, at which he is ſo expert, all appeal 
to him, as ſubordinate Judges to the ſupream 
ones. He loves Winter more than Summer, 
becauſe it affords more Gameſters, and Chriſt- 
mas more than any other time, becauſe there is 


more gameing then. He gives more willingly 


tothe Butler than to the Poors-box, and is never 


more religious than when he prays he may win. 
 Heimagines he is at play when he is at Church; 


he takes his Prayer-book fora Pack of Cards, 
and thinks he is ſhuffling when he turns over the 
leaves. This man will play like Nero when the 
City is on fire, or like Archimedes when it is 


lacking, rather than interrupt his Game. If 


lay hath reduced him to poverty, then he is 
tke one a drowning, who faſtens upon any thing 
next at hand. Amongſt other of his ſhipwracks 
he hath happily loſt ſhame, and this want ſup- 
plies him. No man puts his brain to more uſe 
than he; for his lite is a daily invention, — 
8 | | 15 esc 


| 
| 


each meal a new ſtratagem, and like a flie will 
boldly ſup at every man's cup. He will offer 
you.a quart of Sack out of his joy to ſee you, 
and in requital of this courteſie you can do no 
leſs than pay for it. His borrowings are like 
Subfidies, each man a ſhilling or two, as he can 
well diſpend, which they lend him not with the 
hope to be repaid, but that he will come no 
more. Men ſhun him at length as they do an 
Infection, and having done with the Aye as his 
loaths to him, hung on as long as he could, at 
aſt drops off. 
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CHAP. I. 
Of BILLIARDS. 


He - Gentile, . cleanly and moſt ingenious 
1 Game at Billiards had its firſt original 
from Italy, and for the excellency of the Recre- 
ation is much approved of, and plaid by moſt 
Nations in Europe, eſpecially in England, there 
being few Towns of note therein which hath not 
2 publick Billiard-Table, neither are they want- 
ing in many Noble and private Families in the 
Country, for the recreation of the mind and ex- 
erciſe of the body. | 
The form ofa Billiard-Table is oblong, that 
is, ſomething * it is broad ʒ it — 
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round, which rail or ledge ought to be a little 
Iwelld or ſtuft with fine flax of cotton: the 
ſuperficies of the Table mult be covered with 
reen-cloth;the finer and more freed from knots 


| the bettet it is: the Bbard muſt be level d as 


exactly as may be, ſo that a Ball may run true 


upon any part of the Table without leaning to 


any fide thereof; but what by reaſon of ill ſea- 
ſon'd boards which are ſubjett to warp, or the 
floar on which it ſtands being uneven, or in time 
by: the weight of the Table, and rhe Gameſters 
yielding and giving way, there are very few 
Billiard-Tables which ate found true; and there- 
fore Tuch which are axaQly level'd are highly 
valuable by a good Player; for at a falſe Table 
it is impoſſible for him to ſhow the excellency 
of his Art and Skill, whereby Bunglers many 
times by khowing thewindings and trick of the 
Table have ſhamefully beat a very good 
Gameſter, who at a true Table would have giy- 
en him three in fire. 5 
But to proceed in the deſctiption thereof; at 
the four corners of the Table there are holes, 
and at each ſide exactly in the middle one, 
which are called Hazards, and hàve hanging 
at the bottoms Nets to receive the Balls, and 
keep them from falling to the ground when 
they are hazarded. I have ſeen at ſome Ta- 
bles Wooden Boxes for the hazards, fix of them 


as aforeſaid, but they are nothing near fo com- 


mandable as the former, becaufe a Ball _ 
. ar 


'are not eo 


muſt be tipt with Ivory; 


a of the Table o 


| of Ballard 1 9 
bard is more apt to flie out of them when 


g ſtruck in. 


There is to the Table belonging an Ivoty 
Port, which ſtands at one end of the Table, 
and an Ivory King at the other, two ſmall Ivoty 
Balls and two Sticks ; Where note if your Balls 
atly round, you can never expect 
good proof in your play : your Sticks ought to 
be heavy, made of Brafile, Lignum vita, or ſome 
other weighty wood which at the broad end 
; Where note, if the 
heads happen to be looſe, you will never ſtrike 
# Thiatt ftroke, youwill ealily perceive thatde- 
felt by the hollow deadneſs of your firoke and 


The'Game is five by Day-light, or ſeven if 
odds be given, and three by Candle-light or 
more according to odds in houſes that make a 
Livelihood thereof; but in Gentletnens houſes 
there is no ſuch reſtriction; for the Game may 
Juſtly adtnit of ay as the n pleaſe 


Faint running of your Ball. 


to make. 


For the lead you are to ſtand on the one fide 
pofite to the King, with your 
Ball laid near the Caſhion, and your Averſary 
on the other in like oſture; and he that with 
his Stick makes his Bo U come neareſt the King 
leads firſt. 

The Leader aſt kave 2 care that at the firſt 
ſtroke his Ball touch not the end of the Table 
leading from the _—_ to the Port, but after l 
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touch the King and ſo wi 


firſt ſtroke he heed not fear to do it, and let 
him ſo lead that he may eit her be in a poſſibility 


of paſſing the next ſtroke, or ſo cunningly lie 


that he may be in a very fair probability of ha- 


zard ing his Ad verſaries Ball, that very ſtroke he 
plaid after him. . 
" The firſt conteſt is who ſhall paſs firſt, and in 


that ſtrife there are frequent opportunities of 


hazarding one another; and it is very pleaſant 


to obſerve what policies are uſed in-hindering 


one another from the pak, as by turning the 
Port with a ſtrong clever ſt 
turn it with your Stick it muſt be ſet right a- 


roke; for if you 


gain; but indeed more properly he thatdoth it 
ſhould loſe one; ſometimes it is done (when 


ou ſee it is ĩmpoſſible to pa) by laying your 


Il in the Port, or before your Adverſaries, 
and then all he can do is to paſs after you; if he 


hath paſt and you dare not adventure to paſs 


after him, for fear he ſhould in the interim 
in the end, you mult 
wait upon him and wate Fall opportunities to 


his Ball may hit down. the King, and then you 


and 
ver 


hazard him, ot King him; that is, when his 
Balhlyeth in ſuch manner that when you ſtrike, 


od 


f 'Billiards. ns 
Very good judgment when he either intends to 
King his Adverſary's Ball, or hazard, in taking 


or quartering out juſt ſo much of the Ball as 
will accompliſh either; which obſervation muſt 


be noted in paſſing on your Adverſary's Ball, 


- 


or corner of the Port. Some I have obſerved 
fo skilful at this Recreation, thar if they have 

had leſs than a fifth part of a Ball they would 

rarely miſs King or Hazard. 

As this is atleanly paſtime, ſo there are Laws 

or Orders made againſt lolling lovingly Play- 


ers, that by their forfeitures, they may be redu- 


ced to regularity and decency; wherefore be 
careful you lay not your Hand on the Table 
when you ſtrike, or let your Sleeve drag upon 


it, it you do it is a loſs; if you ſmoak and let 


the aſhes of your Pipe fall on the Table, where- 
by oftentimes the Cloth is burned, it is a for- 
feiture, but thatſhould not ſo much deter you 
from. it as the hindrance piping is to your 


lay. g 
: When you ſtrike a long ſtroke, hold your 
ſtick neatly between your two fore-fingers and 
your thumb, then ſtrike ſmartly, and by aim- 
ing rightly you may when you pleaſe either 
fetch back your Adverſary's Ball when he lyeth 
fair for a paſs, or mary times when he lyeth 


behind the King, and you at the other end of 


the Table, you may King him backward. 


Ifyou liecloſe you may uſe the ſmall end of 
your ſtick, or the flat of the big end, railing 
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up one end over your ſhoulder, which you ſhall 
think moſt convenient for your purpoſe. 
Have a care of Raking, for if it be not a for- 
feiture it is a fault hardly excuſable, but if you 
touch your Ball twice it is a loſs. 
Beware when you jobb your Ball through 
the Port with the great end of your Stick that 
you throw it not down, if you do, it is a loſs, 


but do it ſo handſomely that at one ſtroke with 


out turning the Port with your Stick you effect 
your purpoſe ; it is good play to turn tbe Port 
with your Ball, and ſo hinder your Adverſary 

from paſſing; neither is it a miſs if you can to 

make your Adverſary a Fornicator, that is ha- 

ving paſt your ſelf a little way, and the others 

Ball being hardly through the Port, you puthim 

back again, and it may be quite out of pals. 


It argueth Policy to lay a long Hazard ſome- 


times for your Antagoniſt, whereby he is often 
entrapped for raſhly adventuring at that diſ- 
ance, thinking to ſtrike your Ball into the Haz- 
ard, which lieth very near it, he frequently runs 
in himſelf by reaſon of that great diſtance. 
Fhere is great art in lying abſcond, that is 
to lie at bo-peep with your Adverſary, either 
ſubtlely to gain a paſs or hazar e. 
Here note, if your Adverſary hath not paſt, 


and lyeth up by the King, you may endeavour 


to paſs again, which if you do, and touch the 
King, it is two, but if thrown down you loſe - 
Some inſtead of a King uſe a ſtring and a bl, 

and 
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and Wang need not fear to have the end, if 
ou can paſs firſt 1 is in my judgment bung- 

— play, there be ing not that curious art of 

ſmely ronching at a gteat diſtance a King that 
ſtands very tickliſhly. 

For your better 3 of the Game 
read the enſuing Orders. But there is no bet- 
teri way than Walling ta make you perfetl 
therein, 


. 
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8 to be obſerved by ſuch who will 
Play. at Biliards. 


1 


Olle. 


F the Leader touch the end of the Table 
with his Ball at the firſt ſtroke he loſeth 


2. If the Follower intend to hit his Adver- 
ſuis Ball, or paſs at one ſtroke he muſt ſtring 
his Ball, that is, lay it even with the King, © 
he loſeth one. 

3. He that paſſeth through the Port bath the 
advantage of touching the King which is one if 
not thrown down. 

4. He that paſſeth twice, his Adverſary 
having not paſt at all, and toucheth the King 
without throwing him down wins two ends. 

F. He that paffeth not hath no other advan- | 
tage than the Hazards. 4 
6. He that isa Fornicator (that is, hath paſt | 

C4 through 
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through the back of the Port) he muſt paſs 
twice through the fore-part, or he cannot have 
the advantage of paſſing that end. 
1 7. He that hits down the Port or King, or 
1 hazards his own Ball, or ſtrikes either Ball over 
the Table looſech one. | 
8. He that hazards his Adverfarie's Ball, 
_ makes it hit down the King, winnerh the 
end. 
9. If four play, two againſt two, he 
— his ſtroke looſeth one to that ſit 
is of. Y 

10. He that after both Balls plaid, ren 
the Port without conſent, or ftrikes his 
twice together, or that his Adverſaries 
touch his Stick hand, Clothes, or player 
Adverſaries Balls, looſeth one. 

11, He that ſetts not one Foot upon g 
ground when he ſtrikes his Ball ſhall lois . 
end, or if he lays his hand or ſleeve on thy. 
Cloth. 

12. A ſtander by though he betts ſhall not 
inſtruc, direct or ſpeak in the Game without 
conſent or being firſt asked; if after he is ad- 
vertiſed hereof he offend in this nature, for e- 
very fault he (hall inſtantly forfeit Two penc 
for the good of the Company, or not be ſuf- 
fer'd ro ſtay in the Room. —_ 

13. He that plays a Ball, while the other 
runs, 12 takes up a Ball before it lie ſtill, loſeth 
an end. <4 ph 
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4. He that removes the Port with his Stick 

wich he ſtrikes his Ball, and thereby prevents 

his adverſaries Ball from paſſing, looſeth an 
end. 

15. All Controverſies are to be decided by 
the Standers by, upon asking judgment. Here 
note, that whoſoever breaks the King forfeits 
2 ſhilling, for the Port ten ſhillings, and each 
Stick five ſhillings. 

16. Five ends make a Game by Day- light, 
and three by Candle light. 


— — — 


1 — wy 


The 8 in Verſe, as I found them 
fram'd for a very ancient Buriuay- 
Tas. . ** 


* Leading: bal the upper ne may nt hit; 
For if it doth, it loofeth one by it. 
2. The Folower with the King lie even ſhall 
If he doth paſs or hit the others ball; 
elſe loſe one: the like if eitber Jay 
Their arm or hand on board when they do play. 
3. That man wins one who with the others ball 
So ſtri les the King that he doth make him fall. 
4. If firiking at a hazard both run in, 
* Ihe ball flruck at thereby an end ſhall win. 
5. He loſeth one that down the Port doth fling, 
The like doth be that Juſtles down the _ * 
2 
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6. He that iu play the adverſe. ball all touch 
Vith Sick, hand, or cloat hs farfeits juſt as much. 
7. Aud be that twice hath paſt ſhall touch the King, 

" Theother not paſt at all ſhall two ends win. 
S. H both the Balls over the Table fie, 

Me ftriker of them looſeth. one thereby, 

Aud if but one upon the board attend, 

The ftriker ſtill the looſer of the end. 

9. One foot upon the ground muſt Hill be ſet, 

Or one end's loft if you do that forget: 

And if you twice hall touch a ball ere He 
 Hath flruck between an end for him is free. 
10. If any Standerby ſhall chance to bet, 
And will inſtruct, be then muſt pay the ſet. 

31. The Port or King being ſot, mbo moves the ſame 

* With band or flick ſhall loſe that end or Game. 

12. He that can touch being paſt, or ſtrike the other 

Hito the Hazard is albwed another. 
13, If any ftander by ſhall flop à ball, 

The Game being loft thereby be pays for all. 
14. If any paſt be ſtricken back again, 
His paſs before ſhall be accounted vain. 

15. He that breaks any thing with violence, 

King, Port, or Stick is to make good th offence 

16 Fay not the Game doth fully know | 

May ask another whether it he ſo. 
Remember alſo whenthe Game you win, 

Iso ſet it up for fear of wrangling, 

17. He that doth male his ball the King light hit, 
Aud holes th other ſcores two ends for it. 


There 
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Of Billiards. | JE 74 | 
- There are ſeveral orher Orders which only 
concern the Houſe, which Iomit, as impertinent 
to the Rules of playing at Billiards. © 

Since Recreation is a thing lawful in it ſelf if 
not abuſed, I cannot but commend this as the 
moſt gentile and innocent of any I know, if | 
rightly uſed, there being none of thoſe cheats | 
to be plaid at this as at ſeveral other Games I | 
ſhall hereafter mention. There is nothing here | 
to be uſed but pure art; and therefore 1 ſhall f 
2 caution you when you go to play, that you 
| ſuffer not your ſelf to be over-matcht, and doo) 
not, when you meet with a better gameſter tan 
your ſelf, condemn the Table, and do not ſwear 


as one 8 playing at Mine · Pins, this L. N. 
alſe Pins upon me. 


hath put þ 
- To conclude, I believe this Paſtime is not ſo 
muchuſed of late as formerly, by reaſon of thoſe 
ſpunging Caterpillars which ſwarm where any © 
Billiard-Tables are ſet up, who making that {| 
fingleRoom theirShop,Kitching andBed-cham- - 
ber ; their Shop, for this is the place where they 
wait for ignorant Cullies to be their Cuſtomers; 
their Kitching, for from hence comes the Major 
part of their proviſion, drinking and ſmoaking 
being their common ſuſtenance, and when they 
can perſwade no more Perſons to play at the Ta- 

L ble they make it their dormitory, and ſleep un- 
bit, der it; the Floor is their Feather-bed, the legs 
| of the Table their Bed-poſts, and\the Table the 
Teſter ; they dream of nothing but Hazards, 


being 
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28 Of Trucks. 
being never out of them, of paſſing and repaſ- 
fur, which may be fitly applied to their lewd 
lives, which makes them continually paſs from 
one Priſon to another till their lives are ended 
and there is an end of the Game. 
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Racks is an Italian Game, and is much uſed 
in Spain and Ireland; it is not very unlike 
Billzards, but more boiſterous, and in my opt-, 
nion leſs gentile. : 

It is a paſtime leſs noted in England, where- 
fore the Tables are rarely met withal; one [ 
have ſeenat Tower · hill, but fo bunglingly com- 
poſed, and fo irregularly form'd and fram'd, 
that it was fit for none to play at but ſuch who 
never ſaw or plaid at any other than that. 

A right Track-table ought to be ſomewhat 
larger than a Billiard. table, being at leaſt three 
foot longer than it is broad and covered with 
Green Cloath, but it need not be every whit fo 
fine as the former. | 

It hath three holes at each end, befides the 
corner holes; the mid lemoſt at one end ſtands 
directly againſt the Sprigg which ſtands for the 
King at Billzards, and the other end, _ 
mo 
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as aforeſaid, and is made of a ſtrong 
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- moſt hole, ſtands exactly againſt the Argolio, 
which is in the nature of a port at Billiards. 


Of each fide there are ten holes, none of theſe 
have nets to receive the Balls, and therefore it 
is a ſport more troubleſome than Billiards. 

The Argolio ſtands as the Port at Billiards 
hoop of 
Iron faſtned to the Table, that it cannot ſtir, 
having a wider paſſage than a Port, and in its 
bending is higher from the Board. 


* 


, The Sprigg is another piece of Iron, about 
the thickneſs of a Man's little finger, and is tal- 
ler than the Billiard King, and driven into the 
Board, fo that it is immoveable. 

The Tacks with which they play, are much 


bigger than Billiard Sticks, and are headed at 


each end with Iron; the ſmall end is round from 
the middle, or farther running raperwiſe, but 
the great end is flat beneath, though roundinga 
top; good Gameſters play for the moſt part 
with the ſmall end... = * 

The Balls are made of Ivory, and are in big- 
neſs like Tennis- balls, and require much art in 
their rounding, for otherwiſe they will never 
run true. 4 14 7 | 

You may lead as youdo at Billiards, but that 
is lookt upon as bungling play; the beſt Artiſts 
at thisGame uſually bank at the fourth Cuſhion 
from the end where the Argolio ſtands, and is 
CORN markt for diſtinction with a little 
C 
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is *Y 
|| - - TheGifnb, becauſe it is ooner up than Billi- 

_ is Nine, and ſometimes Fift een, or indeed 
Thi as many or as few as you pleaſe. * 
ine that leads muſt Have a care he hit not the 
Tit rnd, oor. that i {ho loſs, but he may bank if he 

» iFrhe Leader fie in pals, Follower 

uſt = im away cin, for if he pals, it 
is ten to one but be wins the end, becauſe he 
may boldly'Mttike'at rhe'Sprigg. If che Lea- 
der lies not in paſs, he may either ſtriks at him 
vr lye as well to pals as the formt, and then 
all the ſtrife lyeth 1 one another 01 
Kriving who ſhall pals fit | 

In paſſing, here is this ſabtlety to be Gulet 
Fea; if your Adverſa 49 5 lie ſtraight before 
the Argelio, — 3 fies a little behind it, 
und it is your ſtroke yore would think itimpot- 
ble to pals by reafon of that obftru&ton 
whereas it Kseaſly done thus, _ the ſmall 20 
of your Tack, and ſer it ng behind your 
Ball, but rouch | it not, for: 185 do, yon loſe 
the end; then bend and give your | 
Stick 2 ſtnart cuff and irwill raiſe Fennel 0. 
ver your Adverſary's through the Port with 
11 much facility, this is called by Artiſts, falxating 
= [118 e 1 * eee heed, is 
= | ing as oth ju inſt the ) ro 
1100 yi Sed 40ath the Sp ri 7 one kroke 4 that 
Fires; if be touch bor the ent, is the others 
10. if in ſtriking che too hatd, de tan not bur 
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N of one hole or other, and then he looſeth. 
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For the advantage of ſtriking you may lay 
one hand on the Table, arm, c. without for» 
feiture; but you muſt not touch your Ball with 
your {leeve or hand without leave fitſt obtained 
under the loſs of the end. As thus, you may 
not know which is your Ball, upon this you try, 
your leave; Sir, and then you may take tr 
up and fe by the mark whether it be yours 
of not. a6; | 57 
It you truck your Adverfary'sBall it is one; 
but if you do it and run out, or flye over the 
Table, you loſe one, ſo if you ſtrike at your 
Adverſary's Ball, and one or both fly over the 
„ I/ 
If after you have paſt you truck your Ad- 
verſary's Ball and hit the Sprigg, it is three; 
if you paſs at one ſtroke, truck your Adverſa- 
ry's Ball and hit theSprigg, you win four; this 
is vety tarely done, as you may well imagine, 
yer J have ſeen it done, but never done by de- 
ſign, but caſually; there is much art in holding 
your Tack rightly, the beſt way I can inform 
you is to hold the great end in your right 
hand, and level the "ſmall end over your fore. 
finger and thumb, leaning your left arm on the 
Table for the more ſteddy and direct guidance 
of your Tack to tranſmit the Ball to what part 
of the Table you ſhall think moſt requiſite, and 
when ,youw-intend a ſmart ſtroke let your ſhove. 


be brisk. - * | 
In ſhort, I muſt leave this as all other Games 
to 
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33 
to your obſervation and practice; only this ice 
me adviſe you, if any difference ariſe, leave it 
to the judgment of the Table, to decide the 
Controverſie, but end it not with your lives, by - - 
ufing two ſuch clubbing Arbitrators as you play 
with, forwith one ſtroke (they are ſo ſtrong and 
heavy) they ate ſufficient to daſh out a Man's 
brains, and by the ſeveral great miſchiefs have 
been done thereby be adviſed not to fall into the 
like dangerons-raſhneſs..,  . _ 

One thing I had almoſt forgot, and that is, if 
| you fulkate over hand be very careful how you 


{ 
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Rrike your Ball, for by careleſneſs or miſſing 
your Ball you frequently wound the Table. Now 
fulkating over hand, is, when you lie near the 
Cuſhion for a paſs, and your Adverſary's Ball 
lies directly before yours, fo make yours to 
Jump over his through the Argolio, you muſt 
ſtrike a ſtrong ſtrpke, ſloaping downwards, 


which will make your Ball mount aloft. | 


Orders for a Truck-Talle: 


1. FF the Leader touch the end, it is the loſs 
of one. 8 An 
2. If the Follower intend to hit his Adver- 
Gary's Ball from the paſs at the firſt ſtroke, he 
muſt ſtring his Ball even with the Sprigg; or 
loſeth one. e 
3. He that paſſeth and firſt hits the Sprigg 
wins one. 7 | 


4. He 


| . Of Trucks, | 
4. He that paſſeth twice and hits the Sprigg 
wins two. 

5. He that paſſeth backward (and is called a 
Fornicator) he muſt paſs twice through the fore- 
part, or he cannot have the advantage of paſſing 
that end. | 

6. He that trucks his own: Ball, or ſtrikes it, 
or his Adverſary's over the Table, loſeth one. 

7.. He that trucks his Adverſary S Ball wins 
two. | 

8. He that toucheth his Adverſary's Ball with 
Hand, Stick, or Clothes, or ſtrikes it for his 
own, loſeth one. 

9. He that paſſeth and toucherh at a ſtroke, 
wins two. 

10. He that having paſt, trucks his Adverſa- 
a Ball and hits the e Songs with his own, wins 
ee. 

11. Laſtly, he that paſſeth, trucketh his Ad- 


verſary's Ball and hits with his own the Sprigg, 
wins four. 

There are other trival Orders, which for 
brevity ſake I here omit, 
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his ground, and preventing the windings, hang- 
ing, and many turning advantages of the ſame, 
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: Bone is a Game of Recreation, which if 


moderately uſed is very healthy for the 
body, and would be much more commendable | 
than it is, were it not for thoſe ſwarms of Rooks 
which ſo peſter Bowling-Greens, Bares, and 
Bowling: Alleys where any ſuch places are to be 
found, ſome making ſo ſmall a ſpot. of Ground 
ield them more Annually chan fifty Acres of 
and ſhall do elſewhere about the City, and 
this done, , cunning, betting, .crafiy, matching, 

any baſely playing booty. 
n Bowling there is a great Art in chuſing out 


whether it be in open wide Places, as Bares, and 
Bowling-greens, oz in cloſe Bowling-Alleys. 
Where note that-in Buwling the chufing of the 
Bowl is the greateſt cunning. Flat Bowls are 
beſt for cloſe Alley; round byaſſed Bowls for 
open Grounds of Advantage, and Bowls round 
＋3»»—ẽF char aro plain and 
evel. | 

There is noadvifing by Writing how to Bow], 
practice muſt beyour beſt tutor, which muſt ad- 
vik you the Riſing, Fallings, and all the ſeveral 


advan- 


advantage 


f Bowling. a 
that are to be had in divers Greens, 
and Bowling-Alldys; all that I ſhall fay, have 
a care you ate not in the farſt place rookt out of 

your money; and in the next place you go not 

to theſe places of pleaſure unſeaſonably, that is 
when your mare weighty bufineſs and con- 
cerns require your being at home, or ſome- 
where elſe. 11 4 CELTS 7 
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The Character of a Bowling- Aly and Bowl: 


ing Green. 
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| A Bowing-Green, . or Bowling-Ally is a 

place where three things are thrown a- 
way beſides the Bowls, viz. Time, Money and 
Curſes, at the laſt. ten for one, The beſt ſport 
in it, is the Gameſters, and he enjoyns it that 
looks on and betts nothing. It is a School of 
wrangling, and worſe than the Schools ; for here 
Men will wrangle for a hairs bredth, and make 
2 {tir where a ſttaw would end the controverſie. 
Never did Mimmick ſcrew his Body into all 
the forms theſe Mendo theirs; and it is an Ar- 
ticle of their Creed, that the bending back of 


| theBody or ſcrewing in of theirShoulders is ſu- 


ficient to hinder the-over-ſpeed of the Bowl, 
and that the running after ir adds to its ſpeed. 


Though they are $kilful in Ground, I know not 
what grounds-they have for loud lying, crying 
nod 2 - ſome» 


* — —— — yes rr 
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ſometimes the Bowl is gone a mile, a mile, &c. 
when it comes-ſhort of the Jack by fix yards; 
and on the contrary crying ort, ſhort, when he 
hath overbowled as far. How Senſleſs theſe 
Men appear when they are ſpeaking Senſe to . 
their Bowls putting confidence in their intrea- 

ties for a good Caſt! It is the beſt diſcovery 
of humours, eſpecially in the loſers where you 
may obſerve fine variety of impatience, whilſt 
Tome Frer, Rail, Swear, and Cavil at every 
thing, others Rejoyce-and Laugh, as if that 
was the ſole deſign of their Creation. 

To give you the Moral of it, it is the Em- 
blem of the World, or the Worlds Ambition, 
where moſt are ſhort, over, wide or wrong by- 
alled, and fome few juſtle in to the. Miffreſs, 
Fortune! And here it is as in the Court, where 
the neareſt are the moſt ſpighted, and all Bowls | 
Aim at the other. 


CHAP. IV. 
Of a Game at Cheſs. 


'  *Hefs is a Royal Game and more difficult 
| to be underſtood than any other Game 
whatever, and will take up ſometimes in the 
playing ſo long a time that I have known to 
play a Fortnight at times before the Game hath 


| 
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been ended: and indeed I believe the tediouſ- 

neſs of the Game hath causd the practice there- 

of to be ſo little uſed; however ſince this pa- 

ſtime is ſo highly ingenious that the re is none 

can parallel ir, I ſhall here lay down ſome brief 

InſttuQions tending to the knowledge thereof. 

The: firlt and higheſt is a King, the next in 

height is a Queen, the cloven heads are Biſhops ; 

they who have heads cut aſlaunt like a feather 

in a Helmet are called Knights, the laſt are cal- 

led Rogks, with a round butron'd cap on his 

head, and (Leſe fignifie the Country and Pea- 

| ſantry, the Pawns are all alike, and each Noble- 
| man hath one of them to wait upon him. 

The Cheſs- men ſtanding on the board, you 

muſt place the White King in the fourth Houſe 

being black from the corner of the Field in the 

flirſt and lower Rank, and the black King in the 

udite Houſe, being the fourth on the ot her ſide 

in your Adverſaries firſt Rank oppoſite to the 

white King; then place the white Queen next to 

the white King in a white Houſe, which is the 

tourth on that fide of the Field; likewiſe the 

black Queen in a black Houſe next to a black 

King in a ſame Rank. | 

Then place on the other fide of the King in 

the ſame Rank, firſt a Biſhop, becauſe he being a 

Man of counſel is placed before the Knight, who 

is a man of action or execution; the Knight at- 

ter the Biſhop, and after the Knight place the 

Rook (who is the Peaſant or Country- man) in 

; "WD 3 the 


* 


4 
0 
5 
1 


— - - — * — 


38 
the laſt place or corner of the Field: place alſo, 
on the Queens ſide and next to ber a Biſhop 
next a Knight and then a Rook; the Pawris take 
up the laſt place; one of which you mu place 
before each Noble-· man as Attendants; 10jrhat | 
theſe great or Noble · men fill up the firſt Rank 
and the Pans the ſecond from onè corner of 
the Field to the other, and as many. great Men 
and Pawns as belong to the King ſo hath | 
the Queen, viz; three great men and four Pawns 
a-piece, that is, one Biſhop; one Knight, and 
one Rook with their Pawas:! 2 1 
Having thus placed and ordered your Men, 
you muſt in the next place eonſider their March, 
how they advance and take guard and check. 
The Pawns do commonty' begin firſt the on- 
ſet, and their march is forward in their ownb ile, 
one Honſe at once only and never backward; 
for the Pawns alone never retreat, the manner 
of his taking men is ſide · ways in the next houſe 
forward of the next File to him on either ſide, 
where when he hath captivated his enemy; and 
placed himſelf in his feat, he proceeds and re- 
moves forward one Houſeat once in that File, 
until he find an opportunity to take again. 
The Pawn-guards a Piece of his fide which 
ſtands in that place, where if it were one of the 
contrary party he might take it. In like man- 
ner the Pawn checks the King, viz. as he takes 
not as he goes, with Check if the adverſe Kin 
cannot ſhun either by takingu PR 1 
_ i 
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(if the Pan be unguarded, or oceaſion his ta- 
king by ſome of his Pieces, he muſt of neceſſity 
remove himſelf out of the Pawns Check) or if 
it lie not in his power it is Paw. Mate, and fo 
the Game is ended, and loſt by him whoſe 
King is ſo Mate, ' 

The Rook goes backward and forward i in any 
File — — in any Rank as far 
as he will, fo that there ſtands no plece between 
him and the he would go to. Thus he 
doth guard his o and check the King alſo, 
which check, if the Ring can neither er by 
the inter ofition of — iece of His between 
the checking Rook and Himſelf.” ny take the 
Rook, nor be the cauſe ef his raking, he muſt 


remove himſelf out of that check of it is Mate, 
bobleward and 


and the Game is up. 
The Knights skips forward, 
on either fide from the place be ſtands in to 


the next ſave one of a different colour, with a | 


ſideling march or afloap, thus he kills his Ene- 
mies, guards his Friends, and checks the King 
of the adverſe party which becauſe (like the 
Pawns check) it cannot be covered; the King 


"muſt either remove or courſe the Knight to be 


taken (for he himſelf cannot take the Knight 
that checks him)or its Mate, and theGame isup. 
The Biſhop walks always i in the fame colour 
of the Field that he isfirſt placed in,forward and 
backward, aſloap every way as far as he lifts ; 
provided, "that the way be clear between -him 


D 4 and 


_A-_ — 
— — 2 ¶ —Ä¹T——ꝓ— 


her ſubjes, and Mates the King 

Ffuoreſaid) he removes, covers, —— 
ber to be taken, otherwiſe it is bis Mare and 
1 the Game is concluded. 


unpoſicht of any other piece; and 
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and the place he intends to go to: thus he re- 
bukes the adverſary, guards his conſorts, and 
checks the adverſe which not being avoid 
n aforeſaid, is Mat to kim and the Game i is 
e 

The Queens walk is more univerlat; for ſhe 
goes the draughts of all the aforenamed pieces, 


(ths Knights only excepted, for her match is not 


om one colour to the other aſloap)ſo far as ſhe 
liſteth finding the way obltrudted] by any piece, 
and thus fhe diſturbs 1 her Adverſaries, protects 
unleſs (as a- 

or cauſes 


The Kings draught is from his own to the 


next to him any way, that either is empty of his 


own ſubjeRs, or where he may ſurpriſe any un- 
guarded enemy, or where he may ſtand free from 


the check of any of the Adverſe party. Thus 
be confounds his foes, deſends his friends but 
checks not the King his enemy, who never check 
2 another; for there muſt ever be one Houſe 


r place at leaſt between the two dinge Ks 
one Ki 


be compel'd to flie for refuge to the King of — 

adverſe party, then it is Mate or a Stale, and ſo he 

that gives the firſt wins the Game. Let this ſuf- 

fice for the various draughts and ſeveral walks 

of the Cheſo· men: but this ĩs not all, ſhall give 

you ſome other Inſtructions as brief as J _ 
| an 
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and refer the reſt to your own obſervation. 
Kings and Queens have ſeven a piece to attend 
them. The King whether white or black guards 
fve perſons before he goes forth, and being once 
advanced into the Field, though it be bur into 
the Second Houſe, he then and afterwards in his 
March guards Eight Houſes till he come again 


to one ſide or other of the Fiel. 


The ſive the King guards before his March, 
are the Queen, the Biſhop, his qwn, his Queens, 
and his Biſhops rn. 

The Queen protects her King, and Biſhop, 
her Kings, her Biſhops, and her own Pawn; 
Thus theQueen guards as many astheKing be- 
fore ſhe goes forth, and after tilbthe Game be 


won or loſt. 


The Kings Biſhop guards the Kings Pawn, 
and his Knights, the Queens Biſhop guards; the 
Queens Paw, and her Knights guard bur three 
Houſes apiece before they go forth; but aftet 


they are marched off from the fide of the Field, 


they guard as many Houſes as the King and 
Queen do. Thoſe Houſes which the Knights 
guard ere they go out, are the Kings The Knight 
guards the Kings Pawn, and the third Houle in 
the frant of the Kings Biſhops Pawn, ard the 
thirdhouſe in the front of theKings Rocks Pan. 
The Queens Knight guards her Pawn, and the 
third Houſe in the front of her Biſhops Pawn, 
alſo the third Houſe in the front of her Rooks 
Pawn. The Kings Rook guards his own Coon, 
| | an 
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and the Kings Knight and no more till he be off 
of the ſide of the Field, and then he guards four 
Houſes, and the ſame does the Queens Rook. 
The Pawns likewiſe guard theſe places before 
they be advanced into theFicid, viz. The Kings 
Pawn guards the third Houſe. before the Queen, 
and the third before the Kings Biſhop, the 
Queens Pawn guards the'thirdHouſe before the 
King, and the third before her Biſhop. The 
Kings Bifhop's Pawn guards the third Houſe be- 
fore the King, and the third before rhe Kings 
Knight. The Queens Bifhop's Pawn guardsthe 
third Houſe before the Queen, and the third be- 
fore the Queens Knight The Kings Knights 
Pawn guards the third Houſt before the Kings 
Biſhop, and the third before the Kings Rook. 
The Queens Knights Fawn guards the third 
Houſe before the Queens Biſhop, and the third 
before the Queens Rook. The Kings Rooks 
Pawns, and the Queens Rooks Pawn guard but 
one Houſe a piece, that is toi ſay, the third Hou - 
Les before the Knight, becauſe they ſtand on 
ect then ret 5 oh foi” 
Next conlider the value of the great Men. 
The King expoſeth not himſelf to danger upon 
every occaſion, but the Queen is under him as 
General, and dorh more ſervice than any two 
 -Breat men beſides; and when ir happens that 

ſhe's loſt, her King moſt certainly loſeth the 
Field, unleſs the Adverſary knows hot How to 
make uſe of ſo great an advantage, ons 
; | 1 
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if a King loſe two or three of his beſt men in 
taking the opponents Queen, yet he hath the 
beſt of it if he dan but e 
right 
wy <a to the Queenin value 18 the Rook, and 
is as much in worth above the Biſhop and 
Knight, as the Queen is above him; 10 that a 
Rook is more worth than two Biſhops, or two 
Knights, becauſe he can give a Mate by the 
belp of the King, which no other piece cando, 
unlefs plaid with excellent skill. 
Biſhops are accounted bettet than Knights, 
becauſe they can give.a Mare with a King when 
no other Men are leit to help them, with more 
eaſe than the Knights can; for they ldom or 
never do ĩt: yet it is more dangetous to loſe a 


Knight than a Biſhop, becauſethe Knights check 


is moze'dangerousithan the Biſhops; for the 


Biſhop ĩs tyed ro one colour of chehield out of 
which be cannot paſs, but the Knight paſſeth 
through all the Houfes of thepield; the Biſhops 
check may be covered, the Knights cannot; be 

ſides if it fall out that one of the Kings hath no 
other men left but his Biſnops, ad the other 
King none but his Knights, the Ktights with 
their checks can take the Biſhops one after ano- 
ther, becauſe the Biſhops cannot guard each o- 
there which the Knighes'can do; ſo that at the 
beginning of the Game it is better to loſe Bi- 


ſhops tor the — Knight, chan the con. oj 


trary. 
T he 
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\ The difference of the worth of Pawns is not 
ſo great as that of Noble: men, becauſe there is 
not ſuch variety in their walks, only thus much, 
the Kings Biſhop's Pawn is the beſt in the Field 
among the Pawns, and therefore the Gameſter 
ought to be very careful of him; for if it ſhould: |, 
happen that the black King loſe his Biſhop's * } 
Pawn to gain the white Kings Pawn, the black 
Kings loſe is the greater, becauſe he. cannot 
after this accident make a rank of Pawns of 
three of a rank on thar ſide of the Field for his 
| own ſecurity, which is a great diladvantage, 
D that it is better for either of the Kings to 
loſe his own Pawn than his Biſhops. 
Baut if youſhould object that the King which 
dſeth his Biſhops Pawn may relieve himſelf on 
he other fide of the Field. turning to his Queens 
i}. Kooks quarters, where he ſhall have.Pawhs to 
ſuccour him, I anſwer, tis true; he may do ſo, 
but he will be a longer time in effecting his bu- 
Nneſs, becauſe there ate more pieces between 
him and his Queens Rooks by one draught than 
between his on Rook and himſelf; fo that in 
playing that draught he indangers the whole 


#- * — * 
i IE . 
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Game if his adverſary'know how to make uſe 
of advantages. The Kings Pawn is next in 
worth, which often times keeps the King from 
check by diſcovery; then the Queens Pawn is 
next, and after that the Knights, and laſt of al! 
the Rooks Pawns, becauſe they guard but one 


The 


Houſe apiece in the Field. 
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The King and the Pawn have certain privi- 
ledges granted them, which none. of the other 


Cheſs-men have; as for inſtance, The King whoſe 


remove (as hath been already mentioned, is 
from the place of his ſtanding at any time to one 
next — inFile or Rank of any ſide (that is the 
only ſtep at once,) yet if at any time his Rank be 
empty of his Men, ſo that no one ſtands between 
the King and the Rook of either corner, the 
King may thenſhifror changewith what Rook 
he pleaſerh, between whom and himſelf the way 
ſands clear from other men; and that for his 
better ſecurity, provided, that neither the King 
nor the Rook he intends to change with, hath 
not as yet been removed from the place of their 


_ firſt ſtanding. Now the manner of the Kings 


ſhifring or changing with a Rook is thus. 
The Rank cleared as aforeſaid, and neither 
King nor Rook having yet ſtirred, he may go 
two draughts at once to his own Rook, and ſo 
towards his Queens Rook, cauſing the Rook he 
changeth with to change his Place, and come 
and ftand by him on the other fide; that is, 
his own Rook in the Biſhops Place, and the 


Queens Rook in the Queens place, and either - 


of theſe changes but for one Draught. This 


Is the Kings firſt Prerogative. 


The ſecond is, that whereas any man may be 
taken by any Adverſary, if he be brought ſo near 
as to come within the compaſs, the King cannot, 
but he is only to be ſaluted by his Adverſary 


\ 
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3 the word check, adviſing him thereby to 
look about him the more warily, and provide 
for his o ſafety: nowif that adverſary do 
this unguarded ſo near the King, he may "ſtep 
thither by this true Draught, and the King may 


ſtay him with his own hand, if he Je is 
convenient. 


As for thePawn, che Guſt Priviledge he hath, 
is, thatwhoreas is wall is hut to the nent houſe 


forward in bis ownFile-at once when he march- 

eth, and to the next Houſe ſide · long forward of 
the next File of either fide, when he takes, I 
Jay, his Priviledge is, that he may remove to 


— ſecond Houſe forward, which is the fourth 
Rank in his on File} for/bisfirſt Draught, and 


ever after but one forward at once. 
The ſecond Priviledge is greater, and that is, 


when any Pan is come ſo far as to thefirſt Rank 


of the Adverſary, and ſeats himſelf inany of his 
Noble Houſes, he is dignified for this fact with 
the name and power ofa Queen, and ſo becomes 
chief of his own Kings forces if the firſt Queen 
wefe {hin before, and if the firſt Queen be yet 
ſtanding in the field, the-Pawn coming to the 
Rank aforefaid in any Houſe whatſoever, may 
there make what piece you pleaſe which you 


have already loſt. 
Some are of opinion that Cheſs as well as 


Draughs may be Plaid by a certain Rule, indeed 


I am partly incl ined to believe it, notwithſtand- 
The 


| 


ing that moſt are of a contrary opinion. 
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The firſt remove is an advantage, and there - 
fore you muſt draw for who ſhall-have the firſt 
Draught, which may be done with a black and 
white Man diſtributed into either Hand, and 
offer d the Opponent which be will chuſe ; if 
he chuſe his own Man the firſt Draught is his; 
but when.a Game is ended, and a Mate given 


b. de ite have the firſt Draught nent Game mbo 


gave the former Mate. 

The firſt remove is divers according to the 
judgment of the Gameſter, as ſome will firſt 
remove rheir Kings Knights Pawnone ſingle re- 
move, that is to the third Houſe in his own File, 


ochers play theKiigs RooksPaymficti a double 


Draught; but the beſt way is to play the Kings 


| _— a double remove, that ſo if they are 


. by their adverſaries play ing the 
—— — oy Pawn forward 
* guard; he wi ve very inju- 
tious to the adverſe King. oe 1 
This Pawn I fhall . — to remove full, 
but not ſo venturoufly as a double remove, be- 


cauſe if you cannot guard him cunningly, then 
are you like to loſe him with a check to your 


King, by the Queens — forth upon him to 
the great hazard of your Kings Rook; there- 
fore play your Kings Rook one fingle 1 remove, 
that there may be way made for the coming 
forth of Queen one way two Houſes aſloap, and 


to your Kings Biſhop the other way three Hou- 


ſes 9 ſo upon the neglect of your AU- 
verſary 


— — 
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48 - The Compleat Gameſter, or 
verſary he may be put to a Scholars check, at 
leaſt in danger of it: here note it is ill to play 
the Biſhops Pawn firſt, and worſe to play the 
Cons. 17! 15015 WIG: 1 

He that would be an Artiſt in this noble 
Game, muſt be fo careful to ſecond his pieces, 
that if any man advanced be taken, the enemy 
may be likewiſe taken by that piece that guards 
ot ſeconds it; ſo ſhall he not clearly loſe any 
man, which ſhould it fall out contrarily might 

Joſe the Game: he muſt alſo make his paſſages 
Free for retreat, as occaſion ſhall ſerve, leſt he 
be worſted, 03-2001 po. 

In defending you muſt alſo be very careful 
that you are as able to aſſault as your enemy; | 
for you muſt not only anſwer your adverſaries 

aſſault by foreſeeing his — by his play, and 
preventing it, but you muſt likewiſedeviſeplots, 
how to peſter and grieve your aſſailant, and 
chiefly how to entrap ſuch pieces as are advan- 
ced by him, preventing their retreat, amongſt 
which a Pawn is the ſooneſt enſnared, becauſe 
he cannot go back for ſuccour or relief; but 
Biſhops and Rooks are harder to be ſupprized, 
becauſe they can march from one fide of thefield 
to the other to avoid the enſuing danger; but the 

Knights and Queens of all are moſt difficultlybe- 

tray d, becauſe they have ſo many places of re- 
fuge, and the Queen more eſpecially: where 
note as a great piece of policy, that it poſſible 


you Conſtantly have as many guards upon any 
wth! | one 
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at one Plece of yours as you ſee your Enemy hath 

ay when he Advancethto take it, and be ſure with- 

* all that your Guards be of leſs value than the 

Pieces he encountreth you with; for then if he 

* fall to taking you will reap Advantage thereby; 
but if you ſee you cannot Guard yours but muſt 

dt neceſſity loſe it, then be very Circumſpe& 

ds and ſee whether you can take a far better Piece 

ol his in caſe he takes yours, by advancing ſome 


15 other Piece of yoürs in Guard; for ſo as it often | 
— falls out, that yours which you had given over 
he per loſt may be ſaved, whereas no other way 

could have done it. ty | { 
ful When an adverſe Piece comes in your way, 
y; that by it all may be taken, conſider with your | 
Lon ſelf firſt whether it be equal in worth to yours; 


nd next whether it can do you any damage in the 
next Draught, if not let it alone; for as it is 
— beſt to play firſt, ſo it is to take laſt; unleſs as 
was ſaid you might take the Piece clear, or get a 


"ft better than that you loſe to take it, or at leaſt diſ- 
> order himone Pawn in his taking your man that 
ut took his; but when you have the Advantage be 
f it but of one good Piece for a worſe, or of a 
14 Pawn clear, then it is your beſt way to take man 


he for man as often as you can; beſides you are to 
note, that whatſoever Piece your Adverſary . | 
Plays moſtor beſt withall, be ſure if it lie in your 

wel Power to deprive him thereof, though it be done 

with loſs of the like, or of one ſomewhat bet- 

ter as a Biſhop fora Knight; for by this means 
p 12 Snt; 

E you 
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you may fruſtrate your Adverfaries deſign and 
become as cunning as himſelf. 

Now the chief aim at Cheſs is to give the 
Mate, which is when you ſo Check the King of 
the adverſe patty, that he can neither take the 
Checking Piece (becauſe it is Guarded) nor 
cover the Check, nor yet remove out of it. 

' Your care ought to be in the interim how to 
deptive him of ſome of his beſt Pieces, as his 
Queen or Rook; and the way to entrap a Queen 
is two-fold, Firſt by confining her to her King, ſo 
that ſhe may not remove from him for leaving 
him in Check of an adverſe Piece; Secondly, by 
bringing her to or eſpying her in ſuch a place as 

a. Knight of yours may Check her King, and the 
next Draught take her. In the ſame manner you 
may ſerve a Biſhop if the adverſe Queen covers 
her ſloap-wiſe; but if ſhe ſtand not in ſuch a po- 
ſture ſhe may be brought to it; entice her thi- 
ther with ſome unguarded man, which ſhe out 
of eagerneſs of taking for nothing, may indiſ- 
creetly bring her ſelf into trouble. 

Bur it you intend to catch the Queen with a 
Knight, imagine that the adverſe King ſtands 
in his own Place unremoved, and that the 
Queen hath brought her ſelf to ſtand in that 
place where the Kings Rooks Pawn ſtood ; 
firſt, ſhe ſtanding in this Poſture bring if you 
can one of your-Knights to Check her King 
in the third Houſe before his own Biſhop ; and 
if there be no man ready-to take up your 

| Knight, 


_— 
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Knight, immediately he will take up the Queen 


at the next Draught. 

The Rooks are alſo to be ſurprized two ways; 
firſt by playing your Biſhop into your Knights 
Pawns firſt Place of ftanding,which Biſhop ſhall 
march aſlope towards the Adverſe Rook of the 
oppoſite corner, which if you can make unco- 
vered of the Knights Pawn, your Biſhop will 
then undoubtedly take clear for nothing ; the 
other way is like that of ſurprizing the Queen 
with a Biſhop or a Knight ; where you muſt 
take notice that your Ad verſaries Queens Rook 
is ſo much the eaſier to be taken with your 
Queens Knight, that that Knight ar his third 
Draught may Check the King and take the ſame 
Rook at his fourth Draught. There are ſeveral 
other ways to take a Rook, which Practice muſt 
inform you. . 

There is an ingenious way of taking a great 
man for a Pawn; when you eſpy two great Men 
of your Adverſaries ſtanding in one and theſame 
Rank, and but one Houſe between them, then 
prepare a Guard (if you have it not ready to 
7our hand) for a Pawn, which bring up to the 

ank next to them in the middle or front of 
both of them, and without doubt, if he ſave 
the one your Pawn will take the other; this 
way of taking is called a Fork or Dilemma, 


The neateſt and moſt prejudicial trick you can 


put upon your Adverſary at Cheſs is a Check by 


diſcovery, which may be thus effected; obſerve 
| | E 2 when 


— 
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when you find your Adverſaries King any way 
weakly Guarded, or perhaps not at all, that is, 
eaſie to be Checked, then before you bring that 
Piece that can Check him there to provide ſome 
other Man in that courſe that Checks him not; 


afterwards bring that Piece of yours which will 


Check him (your brought-Piece being away) 


and then with all poſſible ſpeed remove away i 
for that former Piece where it may moſt annoy | 


him, ſaying withall, Check by diſcovery of your 
laſt brought a Piece: which he being compelled 
to cover or remove, you may do him a greater 


Prejudice with that Piece you removed from 


between the Check at the next Draught, thus 
demonſtrated. 1 


Suppoſe you play with the Vhite-men, he 
removes firſt his Kings Pawna double Draught 


forward, you anſwer him with the like play; 


he then plays out his Kings Knight in front of 
his Kings Biſhop's Pawn, you do the like with 
yours : that Knight of his takes your Kings 
Fawn, and your Knight takes his likewiſe; he 
Advances the Queens Pawn, and removes to 
chaſe away or to take your Knight; you play 
up your white Queen ore remove before your 
ing to frighten his Knight alſo : he thinks it 
better to ſave his Knight from your Queen, than 
take yours with his Queens Pawn; and there- | 


fore conveys him away into a more ſecure place; 

you play your Kings Knight in front of his 

Queens Biſhop's Pawn, and REI}: 
| | ec 
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Check by diſcovery of your Queen; now let him 
cover this Check by diſcovery as well as he can, 
your Knight at the next Draught will aſſuredly 
take his Queen. There are ſeveral other ways 
to make a diſcovery, and a Mate given with it, 
which is the Nobleſt Mate of all. 

A Queen if loſt indangers much the Game; 
but if there be Pawns left on either fide, there 
is poſſibility of making a new Queen, and ſo 
by conſequence the renovation of the-Game, 
which Ten to One was loſt before: There are 
ſeveral ways to Mate this Queen, and Eſtate her 
in as great Power as the former, for Brevity 
ſake, two Pawns in Files next one to the other, 
and plaid firſt one Forward and the other Back- 
ward Cloſe together, is a good way to make 2 
new Queen, eſpecially if any one of them be 
Guarded underneath with a Rook, for ſo they 
will force their way before them, nor can any 
— them be taken without great Diſſiculty and 

anger. | | 

As to ſhort Mates take theſe Obſervations : 
having both Placed your Men and yours the 
firſt Draught; ſuppoſe you Advance your Kings 
Pawn forward one fingle Remove, your Ad- 
verſary Plays his Kings Pawn forward a dou- 
ble Remove in his own File; you at your ſecond 
Draught come out with your Queen upon that 
Pawn, placing her in the Houſe forward of your 
Kings Rooks File, your Enemy to Guard his 
Kings Pawn Plays _ his Queens Knight _ 

F'Y the 
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the third Houſe of the Queens Biſhops. File, you 
(hoping that he will nor by the . ring 
not — your third Draught your Kings Biſhop, 
which you Place in the fourth Houle: of your 
Queens Biſhops, File, he not perceiving your 
Intention judging all ſecute makes for your | 
Queen with his Kings Knighr, Playing it in the 
Front of his Kings Pings! ayvn, either to chaſe 
her away or take ob ou ip upon 
Que taks 200 0 that B Ps Drug wn your : 
ueen, and. for your e ghr give him 
Mate; which 1 C lied a tel Mate ; | 


tecaſ agg out young Beginners 12 Prevent 


"xs — alſo Sire 2 M Mate a at rg bg 5 
if you Encounter with a ta Gameſter os playing 
in 


after this manner; firſt xemove his Bi- 
ſho Pawn a lingle Draught (Flo AY Play if 
rt) you, your Kings Fawn a ſingle Remove, 

be his Kings Knights P, n Advanced double 
Remove for his ſecond Draught, you bringing 
out your Queen into the fifth Houſe of your 
Kings Rooks File give! im a Mate 8 your 1c» | 
cond Draught, { 
There is another called a Blind. Mate, and 
that is when your Adverſary gives youa Check 
that you cannot avoid by any means, and is 
indeed a Mate abſolute; but he not ſeeing it to | 


be a Mate, ſays only to you Check, and it is 
therefore called 2 Blind- Mate; this ſhould be |! 


both loſs of Game and Stake if you before a. 
gree not to the contrary A 


—— — — . 


ſtrait that hg ha! 00g ce to flie unto, 
and the p 4.55 ing is 18 u iel as to bar 
Him of th 18 P it without Checking 
him, The tt ed King being no way able to 
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ArStghe.may ed a Mate, and no Mate, 
an Eq if th d end oft e Game ber 
eauls it U end e ended with a Check: 
Mate, de . 811 4 ben King hath 
the worſt of ik 15 and 155 11 ſucha 

t 


re dae hut! in Cheek, RN gnoother Piece 


of higown that then it is a Stale 
anda Joſt G 17015 io that g 


fore he that foll fyi 150 8 11 5 
ore he that follows ing u fe 
Chegk,ap lony x ho bach ath 


an flye to 
but when he üb ore left 1 Base Ke Check 


let him then lay Check; late, and both Game 


and Stake are won. | 
Laſtly, there is another term uſęd in Chets- 
playing, 115 that js called a Dead OGame, which 
We Of I may fay improperly) P cndics end 
of the Game, both Gameſters ſazing * 
Stakes: 10 thus i it is, when 1 (le 
10 o takeall that comes near, careleſſy ns 
ox man, that it happens that either King bar 
—_ man apiece res ty ic 
L t takes verſaries 
man, Bt ing g that his King can ee) his 


as Bo [o-that the Kings lofing all? their men and 
ng J unahl to.come ſo near as to and 
me is ended, but the Stakes on bot 
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I hall conclude this Game with the Laws 
of Cheſs, which are theſe following 
1. What Piece ſoever of your own you touch 
or lift from the point whereonit ſtandeth, you 
muſt play ir for that Draught if you can, and 
into what Houſe you ſer your Man there it 
muſt ſtand for that. Drapght according to the 
ſaying at this Game, Touth and take, ont of hand 
and ſtand. = * | | 1 _ (33:4 "_ = 
_ 2. If you take up your Adverſaries man, and 
after think belt to let it and untaken, before 


you ſer your Piece in Place thereof, Jou muſt 
cry him mercy or loſe the' Game. 
3 Fo If ern lay a falſe Draught, 
and you ſee it not till yon play your. next 
1 *twill then be too late to challenge him 
_— Ae en ln 
4. If you play a falſe Draught through mi- 
Rake, and your Adverſary take no notice for 
his advantage, and plays his next Draught, 
de wn 2 
5. If you miſplace your men, and 1d play 
awhile, and then diſcover it, it lies in your 
Adverſaries power to continue or begin the 
Game. 8 5 N N e | pf : 
6. Pawns may be plaid à double Remove for- 
ward for their firſt Dranght, but no Pawn hath 
that priviledge without permiſſion, on whoſe 
next File on either fide'a Pawn of your Adver- 
| _ is already advanced as far as your fourth 


pb , 7. The 
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- 7. The ſtanding of the King ought to be cer, 
tain in his ſhifting, and not as you pleaſe to 
place him as ſome men play. 

8. If your King ſtand in the Check of any 
Adverſs Piece, and you have plaid one Draught 
or more without avoiding the Check, your 
Adverſary may ſay, Check to you when he liſt-. 


eth, and for your Draught then make you avoid 


that Check you ſtood in, though it may be to 


„* 
7” 


your great Peril, 


C> © 


9. Ifany one condition by wager, that he 


will give Mate or win'the Game, and the Ad- 
verſary © brings it to a Dead-Game, though he 
fave the firſt Stake yet he loſeth the Wager. 
10. He that giyes over the Game before it is 
finiſhed,” without the conſent of his Adverſary, 
loſeth his Stake. ; 
Many more Obſervations might be here in- 
ſerted for the underftanding of this noble Game, 
which I am forced to wave to avoid prolixity, 


. when it was play'd whic * in num 
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5 Tu oe he hay nk re e 
with the Six4s, but and 1 
however the Rules The uſyal Set is an Hun- 


hold for the Game dred, 4 
* dred, not but 5 UTR Fra) 


make it more or leſs z th 
preſent without the 
— _ Lan: = 1 * the poet is 
is pay d withgut 


Sues the E . 1 5 Cas | are all. valued 


Hand is to take in 
Five of the Eight according to the number of 


Cards in the Stock. Spots they bear, the Ace on- 
ly excepted, which wins all 
other Cards, and goes for Eleven. 


The Deater Shuffles, and the others cuts, deli- 
vering what Number he pleaſeth at a time, ſo 
that he exceed not four nor deal under two, 
leaving twelve on the Table between them. 

- He that is the Elder, having Lookt over his 
Cards, and finding never a Court-Card among 


them, 


135 5 
4 £ them, fays Thave a Blank, and I intend todif. 
eee 5 


A 
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uch a number of Cards, and that you may 
ſee ne, diſcard you as many as you int end 
this done, the Eldeſt ſhews his Cards and reck- 
ons ten, for the Blank, then taking up his Cards 
again he diſcards thoſe which he judgeth moſt 
fit: here Note, he is always bound to that num- 
ber which he firſt propounded. This being done, 
he takes in as many from the Stock as he laid 
out; and if it ſhauld chance to fall out that the 
other hath a Blank too, the Lune Blank 
ſhall bar the former and hinder, his Picy an 
Regi though the Hdeſt hands Blank conſiſts 
ff the biggeſt Cards. _ * 
It is noſmall advantage to the Eldeſt to haye 


the benefit of Diſcarding, becauſe he may take 


in eight. of the twelve inthe Stock, diſcarding 48 


many of his own for them, not but that it he 


find it more advantagious he may take in a leſs 
number; after this the Antagoniſt may take in 
what he thinks fit, acquitting his hand of the 
like number. Here note that let the Game be 
never ſo good, the Gameſters are both obliged 
to diſeard one Card at leaſt. After the diſcar- 


ding you muſt confider the Ruf, that is how 
much 


you can make of one ſuit; the eldeſt 
firſt, and if the youngeſt makes no more the 
Ruff is good, and ſets up one for every Ten he 
can produce; as for example, for thirty reckon 
Three, for forty Four, and fo onward ; withall 
take notice you ate to count as many for thir- 


ty 


: 
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ty five as for forty, and as much for forty five 
as for fifty, and ſo of the reſt; but from thirty 
five to thirty nine you muſt count no more 
than for thirty five, and ſo from thirty to thir- 
ty four count no more than for thirty; and 
this Rule is to be obſerved in all other higher 
numbers. 5 3 

* As for Sequences and their value after the 
Ruff is plaid, the Elder acquaints you with his 
Sequences (if he have them) and they are 
Tierces, Quarts, Duints, Sixteſms, Septieſms, 
Huictieſins and Neufeſms, as thus; Six, Seven, 
and Eight; Nine, Ten, and Knave; Queen, King, 
and Ace; which laſt is called a Tierce Major, 
becauſe it is the higheſt. A Quart is a Se- 
ence of four Cards, a Quint of five, a 
dixiſm of fix, £c. Theſe Sequences take 
their Denomination from the higheſt Card in 


the Sequence. It is a Tierce Major, or a 


Tierce of an Ace when there is Queen, King, 
and Ace, à Tierce of a King when the King 
is the beſt Card ; a Tierce of a Queen when 
there is neither King, nor Ace, and ſorill you 
come to the loweſt Tierce, which is a Tierce 
of an Eight. Mou muſt reckon for every Tierce 
three, for a Quart four, but for a Quint fif- 
teen, for a Sixiſm fixteen, and ſo upward ; 
now what ever you can make of all you muſt 
add to your Blank, and count the whole to- 
___ | 24 


Here note that the biggeſt Ticree, Quart, or 
other 
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| | » 
| other Sequence, although there be but one of 
them, makes all the others leſs Sequences uſe- {1 
leſs unto him be they never ſo many, and he | 
| that hath the biggeſt Sequence by vertue ther- 
| of reckons all his leſs Sequences, though his | | 
Adverſaries Sequences be greater, and othet= | 
wiſe would have drowned them. | | 
Farther obſerve, that a Quart drowns a | | 
Tierce, and a Quint a Quart, and ſo of the "| 
reſt, ſo that he who hath a Sixieſm may reck= + | 
on his Tierces, Quarts, or Quints, though the 
other may happen to have Teirce, Quart, &c, |} 
of higher value than the others are that hath } 
? 


the Sixieſm ; trace the ſame Method in 
all the other like Sequences. 

After you have manifeſted your Sequences, 
ou come to reckon your three Aces, three 


ings, three Queens, three Knaves, or three 
Tens, as for Nines, Eights, Sevens, and Sixes, 
they have no place in this Account, for every 
Ternary you count Three, and they are in va- 
lue as it is in Sequences . Aces the higheſt 
and beſt, Kings the next, after theſe Queens, 
then Knaves, and laſt of all Tens. The high- 
er drowns the lower here, as in Sequences. 
He thatthath three Aces may reckon three 
Queens, Knaves, or Tens, if he have them, 
F though the other hath three Kings; and this 
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5 is done by reaſon of his higher Ternary. Now 
he that hath four Aces, four Kings, four 
r Queens, four Knaves, or four Tens, for each 


reckons 
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reckons fourteen, which is the reaſon they are 


called Quatorzes. - FE 
You muſt ſhew your Point, Quint, or Quart 
before you Play, or elſe the other may reckon 
his, tho' Infetior, upon ſhewing em. 

Now they begin to Play the Cards, the El- 
der begins and 3 follows in Suit 
as at Whisk. and for every Ace, King, Queen, 
Knave, or Ten, he reckons one. E 
A Card once Play'd muſt not be recall'd, 
unleſs he have a Card of the Tame Suit in his 
hand, if the elder Hand plays an Ace, King, 


Queen, or Ten, for every ſuch Card he is to 
' reckon one, which he adds to the number of 


his Game before ; and if the other be able to 
Play upon it a higher Card of the ſame Suit, 
he wins the Trick, and reckons one for his 
Card as well as the other. Whoſoever wins 


the laft Trick reckons two for it, if he win 


it with a Ten, but if with any Card under, 
he reckons but one; then they tell their Cards, 
and he that hath the moft is to reckon Ten 
for them. 1 

After this each Perſon ſets up his Game 
wirk Counters, and if the Set be not up, deal 
again; now a Set is won after this manner, 
admit that each Party is ſo forward in his 
Game that he wants but four or five to be up, 


if it ſo happens that any of the two have a 


Blank, he wins he Set, becauſe the Blanks are 


always firſt reckoned; but if no Blanks, then 


comes 


— 
r — 


— 7 


The Game at Picket. 
comes the Ruff, next your Sequences, then your 
Aces, Kings, Queens, Knaves, and Tens, next 
what Cards are reckoned in play, and laſt of 
all the Cards you have Won. If any of the 
Gameſters can reckon, either in Blanks, Rufls, 
Sequences, Aces, £7c. up to thirty in his own 
hand without playing a Card, and before the 
other can reckon any thing, inſtead of thirty 
he ſhall reckon ninety, and as many as he rec- 
kons after above his thirty, Adding them to 
= ninety z this is known by the name of 2 

eVIGY. 

997 he that can make in like manner, 
what by Blank, Ruff, Sequences, &c. up to 
the ſaid number, before the other hath play'd 
a Card, or reckoned any thing, inſtead of thir- 
ty he reckons ſixty, and this is called a Picy. 
Here note, that if you can but remember to 


call for your Picy, or Repicy before you deal 


again, you ſhall loſe neither of them, otherwiſe 
you muſt. | 


_ He that wins more than his own Cards 


reckons Ten, but he that wins all the Cards 
reckons Forty, and this is called a Caper. 

The Rules belonging to this Gameare theſe. 
If the Dealer give more Cards than his due, 
whether through miſtake or otherwiſe, it lieth 
in the choice of the elder hand whether he ſhall 
deal again or no, or whether it ſhall be played 
out. | 

He that forgets to reckon his Blank, Ruff, 
Sequen- 
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Sequences, Aces, Kings, or the like; and hath 
begun to play his Cards cannot recall them. So 
it is with him thatſheweth not his Ruff before 
he play his firſt Card, loſing abſolutely all the 
advantage thereof. I 
Hie that miſteckons any thing, and hath 
lay'd one of his Cards, and his Adverſary 
finds at the beginning, middle, or end of the 
Game, that he had not what he reckoned, for | 
His puniſhment he ſhall be debar'd from rec- 
koning any thing he really hath; and his Ad- 
vetfary ſhall reckon all he hath, yet the other 
ſhall make all he can in play. He that takes in 
more Cards than he diſcardeth is liable to the 
ſame Penalty. e eee | 

He that throws up his Cards imagining he 
hath loſt the Game, minpling them with other 
Cards on the Table though afterward he per- 
ceive his miſtake, yet he is not allowed to take 

up his Cards and play them out. | 

No man is permitted to diſcard twice in one 
dealing. 

He that hath a Blank, his Blank ſhall hinder 
the other P:cy and Repicy, although he hath no- 
thing to ſhew hut his Blank. 

He that hath four Aces, Kings, Queens, Cc. 
dealt him and after he hath difcarded one of 
the four reckons the other three, and the o- 
ther ſay to him it 3s good; he is bound to tell 
the other, if he ask him what Ace, King, 
Queen, Cc. he wants. 1 


— — — 
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If after the Cards are cleanly cut, either of 
the Gameſters know the upper Card by the 


backſide. Notwithſtanding this the Cards muſt 
not be ſhuffled again. In like manner, if the 


Dealer perceive the other hath cut himſelf an 


Ace, and would therefore ſhutfle again, this is 
not permitted; and if a Card be found faced, 
it ſhall be no argument to deal again, but muſt 
deal on; but ff two be found faced then may 
he ſhuffle again. 

Laſtly, Whoſdever is found changing or tak- 


| ing back again any of his Cards, he ſhall loſe 


the Game, and be accounted a Foul Player. 
To conclude with a ſmall but Pleaſant Ad- 


dition, *tis not amiſs to inſert an Ingenious Song 


of Mr. D'Urfey's, Famous at Court on this 
Subject. A. 155 


V thin an * Arbor of delight, * Ramf- 
As ſweet as Bowers Elixian — ; 
Where Famous Sidney u dio write — 
T lately bad a viſion : 
Methought beneath a Golden State, 
The turns of chance obeying ; 
dix of the Worlds moſt noted great, 
At Piquet were a playing. 


The firſt Two were the Brave Eugene 
Vith Vendoſme battle Waging 


The next a Nymph that to be Queen, | 


Her Monſieur was E "paging 1 
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be Fleur de Lis Old Maintenon £2 

mn With ſan#ified Carero ad 

And next above the ſcarlet Don, : 
Queen Ann with Gallick Nero. 


TDe Game between the Martial Braves, 
Vas held in dif rent caſes, 

F The French-man got Qudtorxe of Knaves, 
5 But Prince Eugene Four Aces; 
And tho the tothers eldeſ hand 


1 Gave hopes to make a jeſt or t, 
Te now the Point who ſooneſt gain'd 
Could only get the beſt on t. 


From them I turwd mine Eyes to ſes 
Ds Church-man and the Lady, 
og” 1 her pleas'd to bigh degree 
er fortune had been fleady, 
The ſaints that cram'd the Spaniſh purſs.. - 
obe hop'd would ſoon oblige her, 
For be had but a little Terſe 
When fhe produc'd Quint- Major. 


And nom between the Ring and Queen 
An Empire was depending; 
Within whoſe mighty games were ſeen 
The Art of State Contending, 
The Mounfieur had Three Kings to win't 
And was over Europe roaming 
But her ful: Point Quatorze and Quint 
| . Wor all and left bim foaming. 
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CHA P. VI. 
The Game at G LEE A. 


TH Euces and Treys muſt be caſt out as uſeleſs 

in this Game, then lifting for Dealing 
the leaſt Card deals: The number of perſons 
playing muſt be three, neither more nor leſs, 
and moſt frequently they play at Farthing half- 
penny, or penny-Gleek, which in play will a- 
mount conſiderably. | 

The Dealer delivers the Cards by four till e- 
very one hath twelve, and the reſt are laid on 
the Table for the Stock, being in number eight, 
ſeven whereof are bought and the Ace is turned 
up; the turn'd up Card is the Dealers; and if 
it be Tiddy turn d up is four apiece from each 
to the Dealer. 

The Ace is called Tib, the Knave Tom, the 
four of Trumps Tidch, Tib the Ace is fifteen 
in hand and eighteen in play, becauſe it wins a 
Trick, Tom the Knave is nine, and Tiddy is 
four, the fifth Towfſer, the ſixth Tumbler, which 
if in hand Towſer is five and Tumbler fix, and 
ſo double if turn d up, and the King and Queen 

' of Trumps is three, 
The eldeſt hand bids for the ſtock in hopes 


of bettering his Game, though ſometimes it 


of makes it worſe: the firſt penny you bid is 


F 2 twelve, 
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twelve, thirteen, and ſo on; if at fixteen they 
ſay take it, and none will venture more for it, 
he is bound tò take it, that is taking in ſeven 
Cards, and putting our ſeven in their ſtead, and 
mult pay befides eight to one, and eight to the 
other of the Gameſters for buying, if any odd 
money be given, as 15, 17, or the like, the ek 
deſt hand ufually claims it, or elſe it is given to 
the box; but if he have Mournival,Gleek or Tiddy 
in his hand after he hath taken in the Stock he 
bates for them all, and ſo poſſibly may gain by 
it, if he have a good hand and pay for his buy- 
ing two. 1 PET 
Here you muſt note that if TIib be turned up 

it is fifteen to the Dealer in reckoning after | 
lay, but he muſt not make uſe of it in play be- 
ing the Trump-Card, for then *twould make 
him eighteen, - becauſe it would win a Trick | 
which is three more, ' + $4 1 

Next you ſpeak for the Ruff, and he that 
hath moſt of a ſuit in his hand wins it, unleſs 
ſome of the Gameſters have four Aces and then 
he gains the Ruf, though you have never ſo ma- 
ny of a ſuit in your hand. If any wins a Ruff 
and forgets to ſhow it before a Card plaid he lo- 
ſeth it, and he that ſhews any for a Ruff after 

ſhall have it. 8 E 

The firſt or eldeſt ſays, Fll vie the Riff), the 
next ſays, III fee it, and the third, Ill, ſee it 
and revie it: Tl ſes your vevie, ſays the firſt; 
becauſe he hath as many in his hand as * ; 
0 
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the middle probably ſays, PI not meddle with 
it; then they ſhe their Cards, and he that hath 
moſt of a ſuit wins fix pence or farthings ac- 
cording to the Game of him that holds out 


E longeſt, and four of the other that ſaid he 


would ſee it, but after refuſed to meddle with 
itz but if any of the Three Gameſters ſays he 
hath nothing to ſay as to the Rif he pays but a 
farthing, half- penny, penny, according as the 
Game is aforeſaid; and if the eldeſt and ſecond 
hand paſs the Ruff the youngeſt hath power to 
double it, and then ir is to be plaid for the 
next deal, and if any forgets to call for the 
double Ruff, it is to be play'd for the next deal 
after that. 

Sometimes one of the Gameſters having all 
of a ſuit in his hand bils high for the Ruff, and 
the other having four Aces is reſolved to bid 


higher, ſo that it ſometimes amounts to ſixteen 


and more, then Pil ſee it and revie, ſaith one 
PII feet it and revie, faith another, that is eight 


to the winner, and all above is but two a time, 


as it may be they will ſay, PII ſee it and reve it 
againg.and Pll ſee that and reve it again, faith a- 
nother, for which ſeeing and revying they reck- 
on but two, after that it is once come to eight; 
but he that hath the four Aces carrieth it clear- 
y, Cc. as aforeſaid. 


— 


Buying or bidding for the Ruff is when you 


are in likelihood to go in for Mournival Gleek, 
or increaſe of Trumps, that ſo if you have bad 
F 3 Cards 
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-ards, you may fave your buyings and your 
_ too, whereas otherwiſe you may loſe 
all. 

If you call for eicher Mournival or Gleek, 
and have lay'd them out in the ſtock, if you 
be taken in it, for forfeit double what you 
** ; . 1 hs 

Sometimes out of policy or a vapour 
will vie when they — „ hirty 15 
their hands, and the reſt may have forty or 
fifty, and being afraid to ſee it, the firſt many 
times wins out of a meer bravado, and this is 
good play though he acquaint you with it here- 

ter. | | 

A Mourniyal of Aces is eight, of Kings fix, 
of Queens four, and a Mourgival of Knayes 
two a piece. | 

A Gleek of Aces is four, of Kings three, of 
Queens two, and of Knaves one a piece from 
the other two Gameſters. 5 

A Mournival is either, all the Aces, the four 
Kings, Queens, or Knaves, and a Gleek is three 
of any of the aforeſaid. ro | 
Here note, that twenty two are your Cards; 


if you win nothing but the Cards that were 


dealt you, you loſe ten; if you have neither 
Tib, Tom, Tiddy, King, Queen, Mournival, 
nor Gleek, you lofe becauſe you count as many 
Cards as you had in Tricks, which muſt be few 
by reaſon of the Badneſs of your hand; if you 
have Tib, Tomb, King, and Queen of Trumps in 

| | | your 
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your hand, you have thirty by Honours, that is 
eight above your own Cards, beſides the Cards 
you win by them in play. If you have Tom 
k, only, which is Nine, and the King of Trumps, 
u which is Three, then you reckon from twelve, 
uw thirteen, fourteen, fifteen, till you come to two 

and twenty, and then every Card wins ſo many 
J half. pence, pence, c. as you play'd for; if 


in you are under two and twenty you loſe as 
or many. | | 

iy | Here note, that before the Cards are dealt, 
iS fit ĩs requiſite to demand, whether the Gameſters 


e- willplayatT7day, or leave it out, it being a Card 
that is apt to be forgotten; and know that it 


x, is lookt upon as very foul play to call for a 
es Gleek of Kings, Aces, Queens, or Knaves, when 


the perſon hath but two in his hands. If you 
of diſcard wrong, i. e. lay out but 5 or 6 Cards, 
m if you call for any Gleek or Mournivals, you 

loſe them all if it be found out that you ſo diſ- 
ur card. Let this ſuffice for this noble and delight ⸗- 
oo ful Game or Recreation. 
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r CHAP. VII. 
L LO MBE RE, a Spaniſh Game. 


"Here are ſeveral ſorts of this Game called 
4 LOmbre, but that which is the chief is 
F 4 called 
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called Renegada, at which three only can play, to 
whom are dealt Nine Cards apiece, ſo that b 
diſcarding the eights, nines and tens, there wi 
remain thirteen Cards in the Stock; there is no 
Trump but what the Player pleaſeth; the firſt 


hand hath always the liberty to play or paſs, 


after him the ſecond, c. „ 
There are two ſorts of Counters for Stakes, 
the greater and the leſſer, which laſt have the 


ſame proportion to the other as a penny to a 


ſhilling : of the great Counters each man Stakes 


one for the Game, and one of the leſſer for 
paſſing, and for the hand when eldeſt, and for 
every. Card taken in one Counter. 

There aretwo ſuits, Black and Red; of the 
Black there is firſt the Spadillo, or Ace of 
Spades; the Mallillio or black Duece, the 
Baſto or Ace of Clubs; the King, the Queen, 
the Knave, the ſeyen, the fix, the fiye, four, 
and three. Of the Red Suit there is the Spa- 
dillo, Punto, Mallillio, &c. 


firſt Card and always Trump, and the Baſto 


ox Ace of Clubs is always third; of the Black 


there is 11 Trumps, of the Red 12. The Red 
Ace enters into the fourth place when it is 
Trump, and it is called Punto 'then, otherwiſe 
only called an Ace. OE: 


«© * * 


The leaſt ſmall Cards of the Red are always 
beſt, and the moſt of the Black; except the 


The Spadillo or Ace of Spades, is always the 


Duce and Red Seven, which are called the Mal- 


Iillios 
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Ullio's, and always ſecond when Trump. The 
Matadors (or killing Cards) which arethe Spa- 
dillo, Mallillio, and Baſto, are the Chief Cards, 
and when they are all in a hand the others pay 
for them three of the greater Counters apiece; 
and with theſe three for foundation you may 
count as many Matadors as you have Cards in 
an interrupted ſeries of Trumps; for all which 


the others are to pay you one Counter a 


piece, 

He who hath the firſt hand hath his choice 
(as aforeſaid) of playing the Game, of naming 
the Trump, and of taking in as many and as few 


Cards as he lift, and after him the ſecond, c. 


having demanded whether any one will play 
without taking it, you oblige your ſelf to take 
in though your Game be never ſo good, where- 
fore you do well to confider it before. 

If you name not the Trump before you look 
on the Cards which you have taken in, any other 


may prevent you and name what Trump they 
$4 pleaſe; if you know not of two ſuits which to 
name Trump firſt, the black ſuit is to be pre- 
ferred before the Red, becauſe there are fewer 
4 Trumps of it. Secondly, you were beſt to chuſe 
that ſuit of which you have not the King, becauſe 
beſides your three Trumps you have a King 


which is as good as a fourth. When you have 


the choice of going in three Matadors, or the 


two black Aces with three or four otherTrumps, 


if the Stakes be great you are to chuſe this laſt, 
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as moſt like to win moſt Tricks; if it be but 2 
ſimple Stake you are to chuſe the firſt hecauſe 


the ſix Counters you are to receive for the three 


Matador: more than countervail the four or 


' five you loſe for the Game. 


He that hath the firſt hand is never to take in 
nor play, unleſs he have three ſure Tricks in his 
hand at leaſt; to underſtand which the better, 


know the end ofthe Game is to win moſt Tricks 


whence he that can win five Tricks of the nine 
hath a ſure Game; or if he win four and can ſo 
divide the tricks as one may win two, the 
other three, if not it's either Codillio, or Re- 


puefſto, ſo the player loſeth and maketh good 
the Stakes. | 


It is called Codillio when the Player is beafted, 
and another wins more Tricks than he, when 
1 up the Stakes and the other makes it 
: Here note, although the other two always 
combine to make him loſe, yet they all do their 
beft (for the common good) to hinder any one 
from winning, only ſtriving to make ir Repueſfo, 
which is when the Player wins no more Tricks 
than another, in which caſe the Player doubles 
the. Stake without ony ones winning it, and re- 
mains ſo for the advantage of the next Player. 

Here note that Kings of any ſuit are accoun- 
ted as good Trumps, mean while all other Cards 
but Kings and Trumps are to be diſcarded. | 

The player having taken in, the next is to 2 

* | | Fl 
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- 2 der the goodneſs of the Game, and to take in 
iſ more or leſs forthe beſt advantage of his Game; 
ee neither is any for the ſaving a Counter or two 
or to negleft the taking in, that the other may 
| commodiouſly make up his Game with what 
in Cards he hath left, and that no good Cards 
his may lie dormant in the Stock, except the Play- 
* of pop without taking in, when they may 
ks M8 refuſe to take in, if they imagine he hath all 
ine the Game. 
fo . When one hath a ſure Game in his hand, he 
the zs to play without taking in, then the others are 
Re. to give him each one of the great Counters as 
od be is to give them, if he play without taking 
in a Game that is not ſure and loſeth it; if you 
2.7 win all the Tricks in your hand or the Voll, 
den they likewiſe are to give you one Counter a- 
< it piece, but then you are to declare before the 
fifth Trick that you intend to play for the Voll, 
ays that ſo they keep their beſt Cards, which elſe, 
heir ſeeing you win five Tricks (or the Game) they 
one may careleſly caſt away. 
, If you renounce, you are to double the Stake, 
icks as alſo if you have more or fewer Cards than 
bles nine, to which end you mult carefully count 
| your Cards in dealing and taking in before you 
look on them; beſides according to the rigour 
of the Game if you ſpeak any thing tending to 
the diſcovery thereof either in your own hand 
or another (excepting Gagno) or play ſo, to hin- 
der the making of Repuefto or Codillio, you are 
not fit to play, Obſerve 


— 
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Obſerve, that in playing Trumps, if any 
plays an ordinary one, and you have only the 
three beſt Cards or Matadors fingly or joyntly 
in your hands, you may refuſe to play them 
without renouncing, becauſe of the priviledge 
which theſe Cards have, that none but com- 
_ Cards can force them out of your 
hand. E365 
You are to ſay nothing when you play your 
Card, but I paſs or play, or gagno, or gagno del 
' Re when you play your Queen to hinder them 
from taking it with the King. 2D 
Now ſince it is impoſſible to provide againſt 
all accidents in the Game, only take notice of 
theſe general Rules. BE 
_ Firſt never win more than one Trick if you 
cannot win more than two, becauſe of the an- 
vantage you give the Player by it, in dividing 
the Fricks. . | 
Secondly, you are to win the Trick always 
from the Player if you can, unleſs you let it paſs 
for meer advantage, where the ſecond is to let 
paſs to the third if he have the likelier Game to 
beaſt the Player, or if he be likelier to win it. 
There may be diverſe advantages in refufing to 
take the Players Tri-k ; but the chief is, if you 
have the Tenaces in your hand, that is two 
Cards, and if you have the leading, you are ſure 
to loſe one of them; if the Player lead to you, 
Fou are ſure to win them both; For example, if 
you have Spadillo and Baſto in your hand, — 
| E 


— 2 


_ — _ 


£ Ombre, a Spaniſh Game. 77 
he have the. Mallillio and another Trump, if 
you lead you loſe one of them; for either you 
play your Spadillo, and he plays the leſſer + 
Trump upon it, and wins your Baſto the next 
Trick with his Mallillio, and fo the contrary , 


whereas if he leads he looſeth; for if he leads 
his Mallillio you win it with your Spadilko, 


and with your Baſto win the other Trump, Cc, 


If you are not ſare to win five Tricks, ha- 
ving only three Matadors, and Kings your auxi- 
liary Cards; if you have the leading, play firſt 
a Matador or two before you play your Kings 
to fetch out his Trumps which might have trum- 
ped them, and if you have three Matadors with 
two other Trumps, your beſt way is to play 
your Matadors firſt to ſee where the Trumps 
lie; if borh follow, you are ſure if the Trump 
be Red there remains only one Trump in their 


| hands, if black none at all. 


Laſtly, if the Players have but a weak Game, 
they are to imitate cunning beaſt- players in di- 
viding the Tricks, and conſulting to play their 
Cards. To conclude, lay your Tricks angle- 
— that you may with more eaſe compute 
t em. 5 


CHAP, 


CHAP. VIII. 


The Game at CRIBBIDGE. 
| / 

' A T Cribbidge there ate no Cards to b 

"v thrown out, but all are made uſe of 
and the number of the Set is fixty one. 
It is an advantage to deal by reaſon of thi 
Crib, and therefore you muſt lift for it, and he 
that hath the leaſt Card deals. TOUT: 
There are but two Players at this Game, the 
one ſhuffles and the other cuts, the Dealer deli- 
vers out the Catds one by one, to his Antagoniſt 
firſt, and himſelf laſt, till five apiece be dealt to 
one another; the reſt being ſet down in view 
on the Table, each looketh on his Game, and 
ordereth his Cards for the beſt advantage. 

| He that deals makes out the beſt Cards hie 
can for his Crib, and the other the worſt, be- 
cuauſe he will do him as little good as he can be- 

ing his Crib; which Crib is four Cards, two 
1 a piece, which they lay out upon the Table, not 
4 knowing nor ſeeing one anothers Cards, and 
then they turn up a Card from the parcel that 

was left of dealing, and each of them may make 

uſe of that Card to help them on in their Game 
i in hand, and when they have play'd out their 
| ö three Cards, and ſet up with Counters their 
0 4 Games in their hands, the Crib is the 8 
(] ( ; 8 i. . g 
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9 ' The Game at Cribbidge. 
the next deal, and ſo they take it by turns. 


upon the Cards is two, whether nineand fix, ten 
and five, King and five, ſeven and eight, Oc. 

A Pair is two, a Pair-Royal fix, a double 
Pair-Royal twelve, Sequences of three is two, 
Sequences of four is four, of five five, Ic. and 


8. Knave Noddy is one in hand and two to the 
Dealer; that is, if you havea Knave of that ſit 


which is turned up, it is Auave Noddy. A Pair 


of Aces, Kings, Queens, Knaves, Tens, &c. is 
two; Three Kings, Queens, &c. is a 
Pair-Royal;, a double Parr-Royal is four Aces, 
four Kings, four Queens, &c. and is twelve 
Games to him that hath them. ü 
Haveing lookt on your Cards, you count yout 
Game after this manner: Suppoſe you have in 


d out two Cards for the Crib, that makes you 
fix Games, becauſe there is two fifteens and a 
pair, by adding your Nine to the two Sixes, and 
if a Six chance to be turd up, then you have 
twelve Games in your hand; for though you 
muſt not take the turn'd upCard into your hand, 
yet you may make what uſe you can of it in 
counting, ſo that the three fixes makes you fix, 

being a Fair. Royal, and the nine added to every 
Six makes three fifteens, which fix more add- 
ed to the former, makes twelve, which you muſt 
kt up with Connters or otherwiſe, that your 
5 . Opponent 
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The value of the Cards is · thus: Any fifteen 


ſo is a Fluſh of three, three; of four, four, rc. 


or hand a Nine and two Sixes, after you have 
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Opponent may know what you are, though 
you muſt not ſee his Cards, nor he yours; if you 
think he plays foul by reckoning too much, you 
may count them after the hand is play d. 
Thus yon have ſet up your twelve, your Op- 
poſite it may be hath four, five and ſix, in his 
band; that is two, becauſe of Sequences of three; 
then it is two more becauſe it is four, five, and 
fix; again, taking in the counting fix that 13 
turn'd up, that is in all four, then there is fif- 
teen and fifteen, four and five is nine, and fix'is 
fifteen, and then with the fix turn d up tis fif- 
teen more which makes eight Games, this he 
likewiſe ſets up keeping his Cards undiſcove- 
red. Here note, he that deals not, ſets up three 
in lieu thereof. 2 dl „! bees 
: Having thus done, he that dealt not plays 
firſt; ſuppoſe it is a fix, if you have a nine play 
it, that makes fifteen, for which ſet up two, 
the next may play a four which makes nine- 
teen, y ou a ſix twenty five; and he a five that 
is chirty, you being not able to come in, having 
a fix in your hand, he ſets up one, (for it is one 
and thirty you aim at in playing the Cards) be- 
cauſe he is moſt, and two for Sequences four, 
five, and fix, which were his four after the fif- 
teen, your five and his ſix; and that doth not 
hinder them from beingSequences. though the fix 
was play'd between the four and the five; but 
if an Ace, Nine, King, Queen, or the like, had 
been play'd between, they had been no Sequen- 


ces; 


8 Se e 


A Game at All- Fours. 3r 
au Mc; fo the two for the Sequences, and the ons 
du por thirty being moſt (as at One and Thirty) 
ou makes him three, which he muſt ſet up to the 

NReſt of his Game, and in this playing of the 
Cards you may make Pairs, Sequences, Fluſh, 
ifreens, Pajr-Royals, and double Pair Royals, if 
you can, though that is rarely ſeen. 


Ss Laſtly, you look 1 goo your Crib, that is the 
do Cards apeice laid out at firft, which is the 
Dealers; if he find no Games in them, nor help 
by the Card that was turn'd up, which he 
Wtakes into his hand, then he is bilkt, and 
ſometimes it ſo happens that he is both bilkt 
in hand and crib. Thus they play and deal by 
turns till the Game of ſixty one be up. f 

Here note, if you get the Game beſore your 


Adverſary is forty five (fourty four will not do 
lay i) you muſt then ſay, I have lurit you, and 
vo, chat is a double Game, for whatever you play d 
ne- with, fix ſhilling, or a greater ſum. 
V n 
ing 5 3 es 
2 CHAP. IX. 
be | | | 
172 A Game at ALL. FO VRS. 
4M ALLFOURS is a Game very much 


' play'd in Kent, and very well it may, 
ſince from thence it drew its firſt original; and 
although the Game my be lookt upon as _— 
F 2 - 


' The Game at Al. - Fours. 


of inconfiderable,, y et 1h ve known Frei : 
entlemen, and 4-4 very captiderablel 
note, fig hape play d great ſums nS of honey ali 
it, yet chat adds not much to the warth gt.che 
Gam, rg. an ma Na away aneſtats al 
Ons and birty,z as 1 3p one ae conhjdet 


he t naſt at thy throw | 
91 contz Fb kd, AU, mm 

foi Hig 12 $a. an Wy MC a 
is the Set as ſome tr 29%, ur. 1055 = y mak 
from common) dete or more. if you pleak ; 
bud commonly eleven. | | 


g but. two can lay at it at a time 
40 de t alt bit for. : 5 eſt 
en FE who deliyers to his adverſary thre: 
oi 115 che ike, and heli a 
8 ng lix 2 io he turrs,up a Car 
whichis, ,if Jack( nd chat is any þ nave | 


it is one to the Dealer. 

If he to Ge the den were eilt: afte 
peruſal of this Game like them not, he hath thi 
liberty of begging one; if the Dealer refuſe ti 
give him one then he deals three apiece more 
bur if he then turns up a Card of the ſame ſui 
he deals further till he turns up a Card of ano 
ther ſuit. N 

Here note, That an Ace is four; à Ring i 
three, Queen i is two, a a Knave one, and a Tel 
is ten | 

Now you muſt play down your Cards, bu 
to what advantage 1 cannot - here preſcribe, l 

mull 
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The Game at all- Fours. 83 


muſt be according to the Cards you have in 
your hand managed by your judgment to the 
beſt advantage. | | 

Poke Having play'd your Cards you reckon, if 
23s you are higheſt and loweſt of what is Trumps, 
105 you reckon tro; if ou are only higheſt but 
7 one, and the like of Jack and Game; ſome- 
times you are Higheſt, Loweſt, Jack, and Game, 
and then you muſt reckon four; the Game is 
he that tells moſt after che Cards are play d, and 
therefore a Ten is a very {1gnificant Card, which 
crafty Gameſters know to well that they will 
frequently take out of a Pack tuo Tens, and 


pu ide them contrary to the Knowledge of the o- 
| three ther, which is a great advantage to'this- foul 
ik i player, if he play of the ſame ſuit of theſe Tens 
Pals he hathabſconded, for it muſt of neceſſity ſecure 
4 him from loſing the Gama. 


Here note, That he that wins Jack wins one 
| alſo; and furthermore obſerve that for advan- 
cht age Feneging is allowable if you have Trumps 


in your hand to Trump it. | | 


uſe . There is another fort of Mil-Fonrs called Run. 
we wing-Alk-Fours, at which they play One and 
- Thirty up, and in this Game the Dealer hath a 


great advantage, for it he turn up an Ace it is 
four, a King three, a Queen two, and a Knave 
one, and thele are the fame alſo in play. A Ten 
is the beſt Card for making up. — 
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CHAP. X. 
Engliſb Ruff and Honours, and M hiſt. 


32 and Honours( alia Slamm)and Whift, 
| are Games fo commonly known in Exg- 
land in all parts thereof, that every Child al- 
moſt of Eight Years old hath a competent 
— in that Recreation, and therefore I 
am unwilling to ſpeak any thing more of them iſh 
than this, that there may be a great deal of art 


uſed in Dealing and playing at the. Games 


which differ very little one from the other. 

In play ing your Cards you muſt have re- 
courſe altogether to your on judgment or di- 
cretion, ſtill making the beſt of a bad Market; 
and though you have but mean Cards in yourſſ 
own hand, yet you may play them ſo ſuitable 
to thoſe in your Partners hand, that he may 
either Trump them, or play the beſt of thath 
{uit on the Board, = 
You ought to have a ſpecial eye to what 
Cards are play d out, that you may know by 
that means either what to play if you lead, off 
how to trump ſecurely and advantagiouſly. Re. 
neging or renouncing, that is, not following ſuit 
when you have it in your hand, is very foul 
play, and he that doth it ought to forfeight one 
or the Game upon a Game, and he that loſerhi 
dealing loſeth one, or a trick as you make 7 f 
| | „ 
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At Ruff and Honours, by ſome called Slamm, 
you have in the Pack all the Deuces, and the 
reaſon is, becauſe four play ing having dealt 
twelve a piece, there are four left for the 
Stock, the uppermoſt whereof is turn d up, and 


| that is Trumps, he that hath the Ace of that 


Rufts that is, he takes in thoſe four Cards, 
and lays out four other in their lieu; the four 
Honours are the Ace, King, Queen, and Knave; 
he that hath three Honours in his own hand, 
his partner not having the fourth ſets up Eight 
by Cards, that is two tricks; if he bath all 
four, then Sixteen, that is four tricks; it is all 
one if the two Partners make them three or 
four between them, as if one had them. If 
the Honours are equally divided among the 
Gameſters of each fide, then they ſay Honours 
are ſplit. If either fide are at eight Groats 
he hath the benefit of calling Can- ye, if he hath 
two Honours in his hand, and if the other 
anſwers one, the Game is up, which is ninein 
all, bur if he hath more than two he ſhows 
them and then it is one and the ſame thing 
but if he forgets to call after playing a trick, 
he loſeth the advantage of Can- ye for that 


deal. 


All Cards are of value as they are ſuperiour 
one to another, as a Ten wins a Nine if not 


a”: 


Trumps, ſo a Queen, a Knave in like manner; 


but the leaſt Trum will win the higheſt Card 


of any other Card ; where note the Ace is the 
higheſt, G 3 hilt 


86 . ©. Engliſh Ruff and Honours, 
Ppiſ is a Game not much differing from 
this, only they put out the Deuces and take in 
no ſtock ; and is called Whiſt from the ſilence 
thar is to be obſerved in the play; they deal 
as before, playing four, two of a fide, (ſome 
play at two handed, or three handed Whilſt; 
if three handed, always two ſtrive to ſuppreſs || 
and keep down the rifing-man,) I ſay they deal 
to each Twelve a piece, and the Trump is the 
bottom Card. The manner of crafty playing, 
the number of the Game Nine, Honours and | 
dignity of other Cards are all alike, and he that 
* moſt tricks is moſt forward to win the 
et. | 1 

e that can by craft over- look his Adverſa- Þ 
ries Game hath a great advantage, for by that 
means he may partly know what to play fecure- | 
ly; or if he can have ſome petty glimpſe of his 
Partners hand. There is a way by winking, 
or the Fingers to diſcover to their Partners 
what Honours they have, as by the wink of 
one eye, or putting one Finger on the Noſe Þ 
or Table, it ſignifies one Honour, ſhutting | 
both the eyes, two ; placing three fingers or 
four on the Table, three or four Honours. 
They have ſeveral ways of ſecuring an Honour 
or more in the bottom when they deal, either 
to their Partners or ſelves; if to their Partner 
they place inthe ſecond lift next to the top, I, 
2, 3, Or four Aces, or Court Cards all of a 
ſuit according as they could get them together 
Ae >: 7 Ar gin 
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| mult. 
1 top in the bottom, bur nimb 


their hand 1 dexteroufly is not to put 


cocks) ire. y Place where 


If they would Genionour to themſelves 
when dealing, they then plate o many as they 


ottom, "when the Chr es cut they 


can get upon their lap or other place undif- 
E Ty after 1 Cards are cut, then clap 

them very neatly under. But the cleanlieſt rook- 

4 055 ay is by the beef, chat is take a pack of 


rds and open them, chen take out ail the Ho- 


| nours that is as 165 the four Aces, the 


four Kings c, then take the ret and cut a 
the edges 0 ſhem all alike; by whith 

; Honours. will be broader than the 
reſt 0 That when your Adverſary cuts to you, 


you are certain of. an Hononr, when you cut 


to your Adverſary cut at the ends, and then it 
is a chance it you cut him an Honour, becauſe 


the Cards at the ends are all of a length, thus 
you may make breefs ' endways as well as fide- 
ways. 
There are a fort of cunning fellows about 
this City, who before they go to play will 
plant half 2 dozen of theſe Packs (nay ſome- 
Ties half a ſcore) in the hands of a Drawer, 
who to avoid being ſuſpected will call to their 
confederate Drawer for a freſh pack of Cards, 
who brings them as from a ſhop new, and ſome 


of theſe Packs ſhall be fo finely. markt, * 


3 64 7 
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88 French Ruff. — 
by the Gameſter ſhall plainly and certainly 
know every Card therein contain'd by the out- 
fide, although the beſt of other eyes ſhall not 
diſcern where any mark was made at all; 
and this done with that variery that every Card 
of every ſuit ſhall have a different diſtionguiſh- 
able mark. | | 
Some have a way to ſlick with a Slick-ſtone 
all the Honours very ſmooth, by which means 
he will be ſure to cut his Partner an Honour, 
and ſo his Partner to him again, and that is 
done by laying a fore-finger on the top indif- 
ferent hard, and piving a {lurring jerk to the 
reft which will flip off from the ſlickt Card, 


of this Game, fince your cunning Gameſter is 
always ſtudying new inventions to deceive the 
ignorant. 0 


3 WE 


CHAP. XI. 
FRENCH-RY FF. 


A” French-Ruff you muſt lift for deal, 
moſt or leaſt carries it according to the 
agreement of the Gameſters, 

You may play either two, four or fix of a 
fide dealing to each five a piece, either two 


8 


STS, 8 Fo oo Her 


It is impoſſible to ſhew you all the Cheats 
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firſt at a time, or three, according to 3 
| an 


French-Ruff. 85 
and he that deals turns up Trump; the King 
is the higheſt Card ar Trumps, and ſo it is 
higheſt in all other Cards that are not Trumps, 
the Queen is next, the Knave next, and next to 
that the Ace, and all other Cards follow in pre- 
heminency according to the number of the Pips, 
but all ſmall Trumps win the higheſt of any o- 
ther ſuit. '/ 

Having turn'd up Trumps, he that hath the 
Ace muſt take the Ace turn'd up, and all other 
Trumpswhich immediately follow that. if ſoa- 
greed among the Gameſters lay ing out ſo many 
Cards as he took up in lieu thereof. 

After this they play: to win two tricks ſig- 
ats nifies nothing, to win three or four wins but 
one, but to win five is the winning of five. 
the If you play at forſat (that is the rigour of 
the play) he that deals wrong loſeth one and his 
Deal. you are bound to follow ſuit, and if you 
renounce or renege, you loſe the whole Game, 
it you ſo make it, otherwiſe but one or two 
according to agreement. 

He that 1 Card that is trumped by the 
follower, if the next player hath none of the 
former ſuit he muſt trump it again, although he 
al, hath never a trump in his hand that can win te 
the former trump, and fo it muſt paſs to the laſtt 

player. 3 14 
f a All the Players round are bound to win the me 
wo | higheſt tramp play'd if they can. Here note, 4 
Ire, that he who playeth before his turn loſeth one, 
unleſs ie be the laſt Card ofall. CHAP it 
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-Tve-Cards' is an bib Cane, 20d f 15 28 3 
play'd in that Kingdom, and that for con. 
Gierable ſums of Money, 3 28 All- fours is play'd 
in Kent, but * is little: walogy between 
n ASt 
There ame but twb can play at it, and there 
are dealt ſive Cards a piece. The leaſt of the 
black, and the moſt of the red wins. The Ace 
of Diamonds is the wonſt of the whole Pack, 
unleſs it prove to be trump. 
The five fingers (alias, five of trumps) is the 
- beſt Card in the Pack; the Ace of Hearts is 
next to that, and the next is the Ace of Trumps, 
then the Knave, and the reſt of Cards are beſt 
accord ing to their value in Pips, or, as the 
ate trumps. 
Before you play ask whether he will Foe it, 
if he ſpeaks affirmatively turn up the next Card 
of the Pack under that firſt turn'd up, and that 
muſt be trumps; if not play it out: he that 
wins moſt Cards wins hive, but he that wins all, 
wins ten. 
Obſerve, that the Ace of Hearts wins th: 
Ace of Trumps „and the Five-fingers not-on!y 
wins the Ace of Trumps, hat alſo. all othe 
Cards whatever, 
9 Ff Cc H Af 


Of a Game called Coſily· Colours. 


His Game is to be play'd out only by 
1 two, Perſons, of which the eldeſt is to 
play firſt as in other Games. You muſt deal 
oft three a piece, and turn up the next Card 
following; then the Eldeſt is to take his choice 
whether he will Mogg (that is change a Card 
or no) and whoſoever refuſeth is to give the 
| other one Chalk or hole, of which generally 
Threeſcore and one makes the Game. Then 
muſt the Eldeſt play, and the other if he can 
muſt make it up fifteen, for which he ſhall {er 
up as many holes or chalks as there are Cards 
upon the Table; ſo likewiſe for five and twen- 
ty, and aHo as many Cards as are play'd to 
make up thirty, no more or leſs, ſo many chalks 
may be ſet up who play'd laſt, to make up 
one and thirty, and if one and thirty be not 
made, then he that play'd laſt and is neareſt 
one and thirty without making out mult ſet 
— one, which is called ſetting up one for the 

1 | | 

This being done, the eldeſt muſt ſhow how 
many Chalks he hath in his hand to ſet up, and 
after him the youngeſt, which they mult reckon 
in this manner, taking notice both of the co- 
lour and number of Pips upon the Card turn'd 
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91 The Game called Coſtly- Colours. 


up as thoſe in their hands ſtill reckoningas ma: 
ny for all the fifteen and five and twenty as there 
go Cards to make the number; and if you have 
it by chance in your hand, and with the Card 
turned up one and thirty, then you muſt ſet 
up four for that: you muſt alſo ſet up if you 
have them in your hands or can make them ſo 
in the Card turn d up as followeth, two for 
a pair, be they either Coat- cards, or others; 
two for a Knave, and if a Knave of the fame 
colour and ſuit of the Card turn'd up, then you 
muſt ſet up four; and ſo for a Deuce four, if it 
be of the ſame colour turn'd up: if you have 
three of a ſorr, either three fours, five fixes, 
or Coat-cards, you muſt ſet up nine, and this is 
called a Pair-Royal; now if they are all either 
Hearts, Diamonds, or the like, then you muſt 
ſet up fix for Coftly- Colours, If you have three 
— a colour, you can reckon but two for Co- 
ours. | 
' Whoſvever dealt, if he turn'd up either 
Deuce or Knave, he muſt ſer up four for it; 
as for example, imagine you had dealt your Ad- 
verſary three Cards, viz. the five of Hearts, 
four of Hearts, and eight of Hearts; to yout 
ſelf the Deuce of Hearts, ſeven of Clubs, and 
nine of Hearts. Laſtly, you turn up a Card, 
which is the Knave of Hearts, for which you 
mult ſet up four; then becauſe he will not ask 
you to change one, he gives you one, which 
you mult ſt up, and then he plays, ſuppoſe 
| 4 It 
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| nothing in his hand but CH- Colours. 


it be his five of Hearts, you then play your 
ſeven of Clubs, which makes twelve, then he 


plays his eight of Hearts which makes twenty; 


then you play your nine of Hearts, which makes 
twenty nine, and becauſe he cannor come in 
with his five of Hearts, you mult play your 
Deuce of Hearts, which makes you one and 
thirty, For your five you muſt ſet up five, 
then he muſt ſer up what he hath in his hand, 
which you will find to be but fix, for he hath 
Then 
muſt you ſet up your Games, which firſt are 


| two for your nine of Clubs and nine of Hearts 


which make fifteen, then that fifteen and the 
Knave turn'd up makes hve and twenty, for 
which ſet up three ; then for your Deuce of 
Hearts which is the right, ſer up four, and 
three for Colours, becauſe you have three of 
a ſort in your hand with that turn'd up, now 
theſe with the five you gor in playing for thir- 
ty one makes you this Deal with the Knave 
turn d up and the Cards in your hand juſt twen- 
ty. Many other examples I might give you, 
but that it is needleſs, ſince this one is ſufficient 
to direct you in all others. And thus much for 


Coſth- Colours. 
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Ne Game you may fook on as wi and 

very Torfiderabls and ſo it is by reafon 
& the 75 variety therein contain d, but be. 
cf: I hake Tech Ladies and Perſons of iure 
Have plald atit for theit diverſion, Iwill 


geler be it, and the rat etaufs! it 15 21 1 
game ee 4 {0 <1 ki : 
ere 7590 en. Sek N. be 
e mit) play ak it at one 
iris 772 ne the the [Eaſt deals, Whit 


va1 antage „Hor rhiat makes rhe Pr ale 


4 The I {het deals r to the falt hab 
and, turns up the chird, And ſo d on to the 
next, tothe 15 n 15 ec. He that hath 
the bigg 5elt Card cartics the Bone: chat ig one 
ha of the Stake, the other remaining for the 

now if there he three Kings, three 
Queens, thr if Tens, £77, roin'd. up, the eldeſt 
hand wins it. Here note that the Ace of Dia: 
monds is Bone-Ace, and wins all other Cards 
whatever: thus much tor the Bone; atterwards 
the neareſt to one and thirty wins the Game, 
and he that turns up or draws to one and thirty 
wins it immediately, 


CHAP, 


* 
r' e ' L. LL , k 95 
PL "I\ 4 * 7 # , 
j FI<IF ff * f | 
YT 3 & « H ' XV. 
: | * 9 
"T6 £45 fo © TOY ff e*g yet; | 
a Sd 7 FI 5 4 


1 


d and the High Game. 


VIS n td i! TROY nd 

Ut is the ordinary rooking Game of every 
P place, and {zems by the few Cards that 
are dealtio have no great difficulty in the play, 
but I am ſure there is much craft and cunning 


ig ef which f fall ſhowas much as I un 


derftand... 0: 11 Sf: 


If you play ay two-han ed Putt (or if you 
pbleaſrgou may play, at 115 hands) the beſt 


Futt-Card deals. Having ſhuffled the Cards, 
the dyerfary cuts qhem, then the Dealer deals 
one to his Antagoniſt, and another to himſelf 
till che have three apiece: five. up or a Putt 
is commonly. the Game. The eldeſt if he hath 
2 good Game, and, thinks ir better than his Ad- 
rexſatięs, puts to. him, if the other will not or 
dare not ſee him, he then wins one, but if he 
will ſee him they play it out, and he that wins 
to tricks or all three wins the whole ſet; but 
it each win a trick and the third tyed, neither 
win becauſe it is trick and tye. 

Sometimes they play without putting, and 
then the winner is he that wins moſt tricks, 
Here note that in your playing keep up your 
Cards very Cloſe; for the laſt diſcovery of any 
one of them is a great advantage to him that 
ies. it, | 

This 


96 Of Put and the High Game. 

This Game conſiſts very much in daring zfor 
a right Gamelter will put boldly upon very bad 
Cards ſometimes, as upon a five, ſeven and a 
nine; the other thinking there are good Cards 
in his Adverſaries hand , having very indifferent 
ones in his own dares not ſee him, and ſo by go- 
ing to ſtock loſeth one. Here note that he that 
once hath the confidence to put on bad Cards 


| . Cannot recall his purting, by which means he 


frequently pays for his bravado. 

The beſt Putt! Cards are firſt the Trey, next 
the Deuce, then the Ace, the reſt follow in pre- 
heminence thus; the King, the Queen, the Knave, 
the Ten and ſo onwards to the four which is the 
meaneſt Card at put. 


Some of the Cheats at Putt are done after 
this manner: 

Firſt, tor cutting to be ſure of 2 good Putt- 
Card they uſe the Bent, the Mo, be the Breef; 
the bent is a Card dended in play which you 
cut, the ſlick is when before - hand the Game; 
ſter takes a Pack of Cards, and with a flick - 


ſtone ſmooths all the Putr-Cards, that when he 


cames to cut to his Adverſary with his four-fin- 
ger above and his thumb about the middle, he 
1lide the reſt of the Cards off that which was 
flickr, which is done infallibly with much faci- 
lity ; hut in this there is required neatneſs and 
dexterity for fear of diſcovery, and then your 


confidence in this contrivance will be vain and 
of no effect. £ 
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Laſtly, 


Hatt and the High-Game, 


. Laitly;ithe Breef in £utting is very advanta- 
Saus. tohim that cuts, and it is thus done: the 
heat provides before: hand a Pack of Cards, 
whereof ſome are broader than others; under 
Exhich he plants in play ſme good 
Parr ants, which thopgh they ſhuffle: never ſo 
much Shey hall rarely _—_Y them by which 
1 t cuts (laing his fingers on the 
broad 940 Bath gfyrely dealt him, A Putt: 
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98 -Of Putt and the High Game. 
and diſcoters what it is to his adverſiry » and 
to ſttengthen their Thtereſt by Cheating, they 
frequently carry about them Treys, Brote 
Aces, Ve. in their Pockets, which they uſe 
as need'f uires, or if not, rhey will ſteal them 
out of the Pack whilſt they: are Play ing, which 


is the lcuteſt way and fieeſt from Qilcovery. 


ofRoguery more, and'that is playing the High 


ata Set 


8 — * 2 4 
n 


EIT 


* they have oie moſt egregtous piece 


r tt ; and 1815 to be = out = 1 
"therefore this de- 


pends the* 50 ute dverthrow of che Col that 


plays, er te Col that & b ſtander by 
This High Game ät Patt is thus Performed : 


the Rook whilſt playiris flng les out the Deuces 


the laſt Eat and platceth them 
thus ir - rder =, hiding them in his lap or other | 


and l for 


cov 12 Trey, next a Deuce, 
tet eg. then 2 and 4 Trey; now Þ 
ſtooping letting falla Cd or ſorne other way 
as Re If think fit, He claps theſe Cards fac'd Þ 


at the bottom having ſHuMed the Can 
and bids his Adverfiry cut, which he nimbl) 
And neatly with both ts hands Jo yns the divi- 

ded Cards and then the bottom 1155 Cards are 


upwards 
ſhonld'be a diſtovety thade of the faeing, be 
palms then 1s much ag he can, Htinibly paſſing 


the aft Catd: 
ere mille at thegoodneſs 


| - Now do the Gat 
pf 8 Gare, e (hows his to one, 2 
: other 


s befere, | 


S, and then he deals, and leaſt there 


Y 
= 
5 
7 
: 
＋ 
Pl 
** 
FT 


l 


5 n 


"7 


other his to anther nderie ** would not 
Put at ſuchCardsꝰ the other in as brisk a tone, 
ys: Come if you dare. What will you lay 
of the Game, ** the Rook? what you dare, 
fays the Call; then plaufing a while the Rook 
ſeems tu conſult wpirhchis friends, who cry, 
-hey know not what tu think ont, five pound 

-ries i Rooking Confederate on this Gentle- 
man's fide, the Col encouraged hereby, cries ten 
pound:more: and thus the Rook holds him in 
play 
— Av Putt of the now tuimd 
July T bey now play; the Col begins with 'a 


Rook then plays a Deuce, and the Col wins it 
wih his Trey; then be plays his Deuce which 
is won with-a Trey; thus the Rook wins the 
Days This Game may be plaid otherways ac- 
cording to fancy: let heſe and the — m 
be a . 0 
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2nd Kai is 26400 which ſeems 
very eaſie arfirlt ro the Learner, but 
in ns 7 — and obſeryation ſhall find it o- 

H 2 therwiſe 


. * 
— 


-- 


itil there bea gdgd: Sum of Money on the 


2 | Deade; the Rook: 4 with a Trey; the 


os * 
2323 — 
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100 Mit and Reaſon, 
thetwiſe. It is a Game ſomething like one and 
thirty, and is plaid afterthis manner 3s 11“ 
Two playing togethet, the one hath allthe 
red Cards, and the other hath the black althen 
they turn up eroſs or pile who ſhall lead; fr 
the Leader hath a great advantage oVet herd 
2 48. {hall be demonſtrated - 97 Wong 


ee are not to play a tem firſt; {ol if = 


do you {hall:certainly:tofe-for' eme ahd thirty 
— the ame, he tharfiſſt bomes ta ãtlwins; 
now Thould: the Leader play a-ten:tho follower 
will play another ten, hat nakes twenty det 
the Leader then play anything next; The Hol. 
lower will be ſure to make 1. up one: and thii- 


3J 83 L os n 97] 007 


n 
10 He that Hath the Lead if he play 2 nĩne may | 


certainly win the Game, if he look about him; 
ever remembring to get firſt to twenty, with. 
out ſpendingttwo of one ſort, as two Deuces, 
two Treys, two Quaters, Ert. otherwiſk vou 
will loſe: As for example, you play a nine firſt, 
your Adverfary plays 7 Deuce that makes ele. 


ven, you play 4% nine again, and that makes ; 


bo 9 1 n 
. 5 5 OE E . 
4 OO - 


twenty ,' thus you have laid but both your 


nines, w hege fore yu. Antaggniſt plays a Deuce, 

wers f fade © 01 Che be Wie or i if 
you play an eight (for you dannot come in with 
your ten) and you have never a nine, then he 
hath an Ace Jor.one and thirty x46. Fyou play 
4. even, which males nine and twent 15 tigth 
a cDeuge remaining ta makeup one an ages 
5177 e 1} | an 


SE 


. 
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r ooo as 


A Paſttinia calleg. the Art of Memory. 10 


| as — play ſo man 


andaſp you mar, obferve in the reſt of tl, 
Cards. bun g it mor. 1 

Tie this fora-general rule, that you have a; 
very great advantage in ferching out by play 
any,nyo of a number;2s afoteſaidiʒ as two hves, 
roles; to ayens, &7c. wherefore:you mull 
not play rathly; but with due conſideration Fo 
rithmericdlly grounded: to make-up a certain 
Game f one and:Hifay. To conclude, he that 


hath the art of playing well at one and thirty 1 
with Cards, that 18 by : naming ſuch a number 1:4 
at firſt;.,and proſecuting 1 it by ſuch addition oh 1 


I 
,” 
I 


4 


others, that your Adyerſary cannot think 0; any 
number but what ſhall be your Game; 1 


ſucha Man is fitteſt to Olay ac eme ale! 
Vit and Reaſon. ein 40 


CHAP. XVIE 
4 Pallime called 7 he Art of Memory. 


His Art of ; NY is 4 Sport. at wh 
T Men may play for Money, but itis til 


commonly the way, to play the Drunkard. It is 
beſt when many play at it; for with few it is 
no ſport at all: por example, as many perſons 
yCardstrebled muſtbe thrown 
don on the Table with their faces upwards; 
which every one muſt take notice of and endea- 
H 3 y our 


I} 
| 

Sis 

| 
| 


10 A Game'called Flas Dealing. 
Memory“ Then 


Aw 44 — 
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vour to regiſtet them in his 
the Dealer muſt take them all up, and Huf- 
fling them, after cutting deals to every one'thice 
a-piece, | A803. , 2713 * 
The firſt it may be calls for a King; which 
muſt be laid on the Table with his face dowii- 
wards by him that hath it in his hands; the next 
it may be calls for a ten of Spades, which muſt 
be laid down in like miatitier, and ſo it goes 
round; now if any one calls for what is already 
laid down, if they play for Liquor, he muſt 
then drink a'GL3G ; if fot mony, he muſt then 
Pay a farthing, half: penny, or the like. 
This ſport wholly depends on the Memory; 


for want of which a Man may loſe at this {port 


his Money or his Underſtanding. 


i. 


GHAP. XVII. 
A Came called PLAIN:-DEALING. 


IE that deals hath the Advantage of this 

Game; for if he turn up the Ace of Dia 
ons he cannot loſe: to his Adverſary hedeli- 
vers out nine and but three to himſelf; then are 
the Cards plaid as at Vhiſt, the beſt of Trumps 
or other Cards wins, and but one to be gotten 
at 4 deal. I cannot commend this Paſtime for 
its ingenuity, and therefore only name it, be- 
ca uſe we treat of Games | in general. 


— e 


CHAP. 


FT as 
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| Men,it is cuſtomary for Knave Knocher to kits 


Chr. Xxx. 
A Game called Queey Nazareen. 


oy 


lere may as many pla at it as the Cards 
T will . of — Cards ars dealt to e- 


very Player, The Queen of Diamonds is Queen 
Nazareen, and he that hath it demands three 
apiece of every Player. The Knave of Clubs is 


called Knave Knocher, and he that has it chal. 


lengeth two a- piece. If Women play among 


Queen Nazareen. rer 
Laſtly, he that lays down a King the laſt 
Card that is plaid challengeth one, and begins 


: again; and he that hath firſt plaid away his 


Cards demands as many Counters as there are 


Cards in the hands of the reſt. 


CHAP. XX. 


LANTERLOO. 


Anterlos is a Game may be plaid ſeveral 
L ways, but I ſhall inſiſt on none but two; 
the firſt way is thus. | 


Lift for dealing, and the beſt Putt Card car- 
H 4 Ties 


52. 6)! 
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104 Lanterloo. 


ries it; as many may play as the Cards will 
permit, to whom muſt-be dealt five apiece, and 
then turn up Trump. Now if three, four, five 
or ſix play they may lay out the three, fours, 
fives, ſixes, and ſevens to the intent they may 
npt be quickly loo'd ; but if they would haye the 
loos come falt about then play witk the whdle 
Having dealt, ſet up five ſcores of \chalks ; 
and then proceed forwatds in your Game. 

© He that is eldeſt hand hath the priviledge of 
paſimg by the benefit thereof, that is, he hath 
the advantage of hearing what every one wilt 


fay, and at ſaſt may play or not play accord- 


ing as he finds his Game god or bad. If the 


Eldeſt ſaith he paſſeth, rhe reſt may chuſeivhe- | 


ther they will play or no. 1 


Lou may play upon'every Card what you 


pleaſe,” from penny to à Pound. Trumps as 
at Whiſt are the belt Cards, all orhers in like 
manner take their precedency from the highelt 
to the loweſt. 

You mult not revoke, if you do you play al! 
on the Table.. It you play and are loo'd (that 
iS win never a trick) you muſt lay down to the 
ftock ſo much for your five Cards as you plaid 
upon every one of them. 

Every deal rub; off x ſcore, and for. every 
trick you winſet up a ſcore by you till the firſt 
ſcores are out, to remember you how many 
tricks you have won in the ſeveral deals in the 
Game. All 


\ 


Lanterloo. TOF7 

All the Chalks fax the Game being tub d out 
tell your own ſcores and for ſunnany ſcores ont 
tricks which you! kaye won; ſo mach as tile. 
were valued at in the Game fo much youmuſti 
take from the Stock z thus muſt dvery one dot 
accord ing to the number of tricks be hath. 
won m . bes 5 „eig 

Here note, that he who hath ſive Cards f. 


A ſuit iinthis band loos alb the Gamplters then 


play ing be they nevtr ſo many aud ſweeps: 
the 1 if there be two loos he. that is FY 
elt hand hath the ad vantage; 

As there is cheating tas they ay) in all 2 
{» more! particulaxiy p iftolerable in Gameing; 
13 in this for example, if one ot dhe Gameſters 
iave four of a ſuit and he want a ſiſrh, he may 
for that fifth make an exchange gat of his ow 
Pocket nt be be skibd in the glennly art of 
conveyance ; if chat fail, ſome make uſe of 
friend, who never fails «to do him that kin 
office and favour: There are other Cheats to 
be performed, which I ſhall ommit, ſince it is 
nor my buſineſs th reach you how to cheat, 
but 0 to Play as not to be cheated. 


 Lotterloo another ny plaid. 


If for Sealing) fs aforeſaid; "ap the bell 
Pu · card deals fixe to every one apiece. 
The Dealer for his ve Cards muſt lay down 16; 
many . and ſo forth, as they 

J conclude 


r 
— * 


106 Penneech. | 
canclude upon and agree for every Card; or ſo 
many Counters being valued at either Six: pence 
o Twelve- more or leis. After this all 
muſt play; if any bg loo d he muſt lay down 
fo much he his 4 as his five Cards amount to. 
If any next dealing be loo he muſt lay down 


as much for his dealing, * as much more for 
his o. 


l alder this theeldeft hand paſt, the reſt y 


refuſe to play; or play if they think they can 
win a Card. 


Here note, If there be never a loo the mo- 
ney may bedivided by the Gameſters according 
to the number of their Tricks, it there be a loo 
the winners muſt take up the money, and he 
that is loo d muſt lay ts much money on 
the board as every one had laid down before, 
be it never ſo great a ſumm, beſides the like 
— en 11 he char Was an dealt. 


1 101 —— — —— 
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HAP. XXI. | 
A Game called P ENNEECH, 


Hv dealt ſeven Cards apiece, turn up 
a Card, and that is Tramps. The Ace 
and Coat-Cards of Trumps are thus reckoned, 


the Aceis five, the King four, the Queen three, 
0 the Knave vo. N 


Haring 


| that 81 
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Having play'd, he that wins the firſt trick 
turns up another Card, and that is Trumps; and 
ſo every trick produceth 2 freſh — till all 
the ſeven be play'd! Now if it ſo happen, that 
what ĩs turn d up. proves an Ace or Coat. Card, 

great advantage to him who won the 
laſt trick ; for if it be an Ace turn'd up then he 


reckdtis five, ita King four, it 4 Queen three, 


15 afbreſüid. 
After all the ſeven Cards be playnd (which at 
hr{t are dealt one by one) he thor won the laft 


1s at 


is Perineech; and is reckon'd fourteen turn'd up, 
but it is but ſeven in hand, and not that neither 


unleſz Diamonds be Trumps; if it be Trump 


it is the higheſt Card and wins all others; if it 


be not Trump it wins all Diamonds. 


Laſtly, Having play id out all the fourteen 


| Cards betwixt ye, count how many Cards you 
{ havemorethan 
| and for every Card reckon one, and fo you muſt 
E reckon on with the value of your Coat-Card 
| Trumps, with Ponneech turn'd up or in hand, 
till you come to fixty one, which is the Game. 


our own ſevenat firſt dealt you, 


Here note, if you have neither Ace nor Face, 
y ou may throw upyour Game and deal again. 


CHAP: 


tick tuthSupa Card, and if it prove-Ace, unf | 
| Queen, or Knave, hereckons for it accordingly: 


ifthe Seven of Diamonds be urri'd. up, that 


468 
A117! m! CHAP, ll. Siu. 
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11. ir 0 q muff: „ Hel % in ya 2 
Poe Ah is Ce an tho, Gin nery 
much)play'd in the Weſt of Exglaxy 28 
— e is! play'd 1 in en and Frein Ire- 
oy 11:1 | 
- This play depends. much upon 48 ſo 
chat ſome = win very confiderably; who, have 
the boldneſs to adventure much Ane 5 Vye, 
alttiough their Cards are very indi 5 
Tou muſt firſt ſtake at Polt, — TN 
this deal two Cauds apiece, tbe ben 

the Seat, and then deal the third Cad about. 

Theeldeſt hand may paſs and come in ik 
any of the Gameſters vye Ka K bot, the Healer 
may play it out, or double it N 
i The Ace of Trumps, adat R uff ff and if Honours, 
the beſtGard of all, and ſoon of the reſt in or- 
der. At Poſt the beſt Cuds ate one and, wwenty, 
vix. two Tens and an Ace, hut a Pair-royahwins 
all, both Poſt, Pair, and Sear. Here my that 
be who hathabe beſt Paix or the beſt Ati the 
winner. A Pair is 4 pair of any two as two 
Kings, two Queens; &c, A Pair- royal is of three, 
28 three Kings, three Queens, &c. The Vye is 
what you pleiſe toadventure upon the goodneſs 
of your own hand; or if it bad, and you 
imagine your Adverſaries is ſo likewiſe, then 
bid high couragioufly, by which means you 
daunt your Antagoniſt, and ſo bring him to 
ſubmiſſion. it 


een 


Bankajalet- 


t all the Gameſters keep in till all have done, 
and by conſent ir Cards, the beſt Cards 
carry the Game. Now according to agreement 


thoſe that keep in All qaſt, may divide theſtakes, 
or ſhew the beſt Card for it. 


Kae the cards fall e 
fs ea mes wh 75 Ar Royal, and 
hays TT, nn 
3 oi) (M12) Qi; -£57 22711 21178 
3 IP) „HAP. XXHE 1s 
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10 Gants.m mm keen intoas many 2 


there are P layers, or more iſ you pleaſe; 
very Man laysas much money on his own 
N 6 as he thinks fit, or on the ſupernumerary 
heaps. So many as the Dealers Card is inferor 
to, ſo many he pays; ſomany as his Card! ls ſu- 
perior to, ſo many he wins from. 

The belt Card is the Ace of Diamonds, the 
next to that the Ace of Hearts, thirdly the Ace 
ot Clubs, and laſtly the Ace of Spades, and ſo 
the reſt of theſe ſuits in order, according to their 
degree. The Cheat lies in ſecuring an Ace or 
my othed good ſure winning Card; and if you 
mark the Cards aforehand, ſo as to know them 
by the backfide, you know how to _ your 
Sn CHAP. 
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Nee e en. a Nac 
play db hem er pine, x0 he belt 
Cards are King, We ent S. They 


make three heaps, - * M the Pla 2 and the 
Triolet. 


N Ray every nE is dealefide 2 (they may 
play three, four, five, or * as at French 
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15 is an Iagenious an! eee 
ay ear deal of 0 play Hina 
nch the After game It is not to be learn d Sy 


ud: WW wiſe than £ obſervation and novice, home 
bs Tthalt lightly — — n 34 20] 
hat WI The men which are thirty ingumber 3 ] i 
LE ——ͤ —ů— and eur Adverigry, <1 
&O bare thus placed; two on the dice point; ami 
rec tive on the fice of your left hand Table and 
. WW three on the cinque, and five on the Ace point * 
of your OR RE anſwer d on the like 
points by your Adverlaries mep with the fame [i 
number; ot chüx, two "of en on tze 


Lee point, ſive on the double ſice, or ſicice Cin. 
4. 
„ I quepoint, three bt tm de int in your own 


Tables, and five on the fice point at home, and | 

all theſe pointed alike by your-Adverſary.” F i 
a In your play have — av far- | 
17 wards, and be notevo raſh in Hitting every ey tles { 
„ biriwith diſcretion and confideration move ' 
ſlowly but ſecurely ; by whieh ineans though | 
your 


+ "x 
9 —— x —— ˙— —U—U — 
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jon Adverſar 5 fll'd wn ra but with- 
all blots, F ttipg ma 
win he san 5 1 Uma cet 
born his men all to a very few. 
s rhe part of a — Commander as he 
leads out his men to them home as ſafe as 
he may; ſo' müſf you if atare of your men 
as you are bringingthem that they are nor 
pickt up by che aye r $IFG k 

Have a re care that your Adverſar _ 
HA feet c pooh his ni 
elle rbehwelirnb Halle jou can 
Dip pandbewie c blotting g chat 
de SLDIDAE yon ran3tdo vw f 2 
Foran After- game b knoio nut what bim 
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SeDonblegwthiithiatthis Game is plaid Sour- 
fodd; whictrhitkes #quickir-diſparchof che 
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| he wins two. 


Of Back Gammon. 113 
Be ſure to make good your Trey, Ace- points, 


hit boldly and come away as faſt as you can, to 


which end if your Dice run high, you will make 
the quicker diſpatch. -: Ad 

When you come to bearing, have a care of 
making when you need not, and Doublets now 
will ſtand you moſt inſtead. / 

If both bear together, he that is firſt off with- 
out D oublets wins one. mr 

If both bear and one goes off with Doublets 


If your Table be clear before your Adver- 


ſuries men be come in, that's a Back-Gammon, 


which js three; but if you thus go off with 


Doublets it is four. 


Falſe Dice are much uſed at Iriſb and Back- 
Gammon, for the benefit of entring, wherefore 
have a ſpecial care that you have not Cinque- 
Deuces, and Quater-Treys put upon you, ou 
my quickly perceive it by the running of the 

ice. ä | 
The perſon that is cunning at play has great 
advantage of a novice or innocent man, which 
is commonly by toping or knaping,which by its 
often practice may be ſuſpected by his Adver- 
fary ; then he. has recourſe to Dice, which runs 
particular chances for his purpoſe, which the 
other being ignorant of, is almoſt an equal ad- 
vantage with the former. For example, he pro- 
vides Dice that runs 6, 5; 4, *tis his bufineſs to 
ſecure thoſe points, _— if he happens to ſur- 

prize 


YO 


3 " 


OW E „ 
— rr 


—— 


* 
e 

— — 
” 


a Er — td ll i, ol dn 
wok — 


3 a 
; — — —_— 
— e een eye er enm—_— — 


p — Ch Ce en 
, TFT _ — 
— — 8 ——ͤ— 


Py 
* a —_ 
64% - * 


ſeldom do for this reaſon, the high or forward 


ſhall not be poſſible for you to paſs, though 
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11 4 Of Tick-Tack, 


prize any of your men coming home, as tis two 
to one but he does, he does without à kind of 
Miracle win the ſer. + 3 

Tis poſſible ſometimes they may make uſe of 
3, 2, Whichare the low Chances; but that they 


points being ſupplied, you muſt enter if at all 
upon the low points which keeps you backwards 
and gives him advantage. The advantage of this 
Game is to be forward if poſſible upon ſafe 
terms, and to point his men at that rate that it 


ou have entred your men, till he gives you 
liberty having two to one the advantage of the 
ame. | 
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CHAP. XXVIL 
Of TICK-TACK. 


LL your men muſt ſtand on the Ace. point, 
\ and from thence play forward, but have 
@ care of being too forward, or ſo at leaſtwiſe 
that Doublets reach you nor. f 

Secure your Sice and Cinque - point whatever 
vou do, and break them not unleſs it be when 
you have the advantage of going in, which is the 
greateſt advantage you can have next to a hit; 
for your Adverſaries eleventh point ſtanding 
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I of open you have it may be the opportunity of 
going in with two of your men, and then you 
win à double Game. A hit is but one, and that 


= is, when you throw ſuch a caſt that ſome one 
ard of your men will reach your Adverſaries un- 
all bound, but ſomerimes though it hits it will not 
ww paſs by reaſon of a ſtop in the way, and then it 

ing. Sometimes it is good going over 


this 5 nothing Te 

af into your Adverſaries Tables, but it is beſt for 

an After: game. IE - 66> Wee 
gh Playing cloſe at home is the fecureſt way, 
play ing at length is both raſh and unfafe, and 

be careful of binding your men when you lie in 
danger ot the enemy: Moreover, if you ſee you 
are in danger of loſing a double Game, give 
— your Adverſary one; if you can it is better do- 
ing ſo than lofing two. pag 

Here note, if you fill up all the points of 

your ſecond Table with your own men you win 

two, and that you may prevent your Adverſary 

from doing ſo (if you are in danger thereof) if 

int. ou can, make a vacant point in his Tables, and 

it is impoſſible for him to do it. N. 
This is the plain Game of Tick-Tack, which 
is called fo from Touch,andTake, for if you touch 
ver a man you muſt play him though to your loſs; 

ner | and if you hit your Adverſary and neglect the 

the advantage, you are taken with a why-nor, which 
: is the loſs of one: likewiſe if you are in, and 
your caſt is ſuch that you may alſo go into your 
en Adverſaries man by two other 2 
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ind you {ee it not, either by careleſneſs or ea- 
zer proſecution ofa hit which ĩs apparent before 
your eyes, you loſe two irrecoyerably. Beſides, 
it is a very, great overſight as your men may 
ſtand, not to take a point when you may do 


It. 


Now Ge play this Game with Toots, Bo- 


veries, and Flyers; Toots is, when you fill up 
. your Table at home, and then there is required 


{mall throws; for if you get over with a Sice, 

you have no benefit of Too ts. 
Boveries is when you have a man in the ele- 

venth paint of your own Tables, and another 


in the ſame point of your Adverſaries directly 
anſwering. | 


Flyers, is when you bring a man round the 
Tables before your Adverſary hath got over his 
firſt Table, to the effecting of which there is 
required very high throwing of your ſide, and 
very low throwing of his. 

Much more might be ſaid as to the craft of 
the play, which cannot be ſo well diſcovered 
as from obſervation in your own or others play- 


ing. 
There are ſeveral Fooliſh pgſtimes to be plaid 
in the Tables which are ridi 


- 


iculous to treat of, 


whereof I ſhall only mention theſe Three, 


Viz, | 


char. 


CHAP. XXVIN. - 
DOUBLETS. 
"AT Doublets the fifreen men; are thus pla- 


ced; upon Sire, Cinque and Quater thete 
are tree men aplece, upon Trey, Deuce, Ace, 
but % apiece! ! 1 tot | 

lle that throws moſt bathi the benefit of 
throwing firſt, and whav be chrbws he lays 
down and ſb doth the other; what the vhe 
throws and hath not, the other lays down'f6r 
him to his own advantage; z and — they do till 
all the men are down, and then they bear, but 
not till they are down; he that is down firſt 
bears firſt, and will doubtleſlyw n the Game if 
the other throws not Doublets to overtake him; 
now he that throws Doublets apade is certain to 
win, for as many as the Doublets are, ſo _ 
he lays down, or bears; for example, i 
fours, he lays down, or bears eight, and 
the other Doublets; and t ge he that can 


either nap, top, ox hath high 1. 5 Wo _ 
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C HAP. XXIX. 
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le may play: at Sice-Ate with fix me 
| piece, (they: one Joa&bAfather with) 
bearanly;ard inks andythrows 
again, ſo often ſome I have ſeen that for the lucte 
Bf > hn — do chavearplved rather te loſe 
* tis commonly iag 

np? 5 tyd or. lol ont fall loſe, —— 
mt go free. T3619 51 101 ſt J6f! 11:6 ewort; 
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che Herd of men without the 
Fables W ar it may be Sice Deuce, 
A ths Ghar A "either Se or Deuee; and 
draw them not em his Ad ber ſaries Tables te 
the ſame point in his own, but takes them from 
the heap, and lays the Ace down, he is dolted and 
eg 2 mamof the 
heap and then recall himſelf, the loſs is the ſame. 
EN by frequent * will never be Doltes, 
and 
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and then they ſtrive who ſhall fill up their Ta- 

bles firlt ; which done, he that bears them off 

firſt hath won the game. And fo much for play 

within the Tables. be | 
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Nu and Jun is à Game very much uſed in an 
L ordinan, and may be play d by two or 
three, each having a Box in his hand, It is play d 
with four Dice. Lou may drop what you will, 


DSix-pences, Shillings, or Guineys 3 every Inn 


885 drop, and ever) Inn and Inn you fiweep all; 
ut if you: throy out, if but two play, your - 
Adverſary wins all; if three play, that Out is a 
Bye between the two other Gameſters, which 
they may either divide or throw out for it. 
Here you are to obſerxve that Out is when you 
havethrown no Doublets on the four Dice; Inn 
is when you have thrown.cxwo Doublets of any 
ſort, as two Aces, two Deuces, two Kings, Cc. 
In and Jon is, when you throw all Doublets, 
ee 14 whether 
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10 Of In and Tun. | | 
whethet all of a ſort or -otherwiſe, biz. four 
Aces, four Deuces, or four Cinques, or two 
Aces, two Deuces, two. Treys, two Quiters, or 
two Cinques, two Sixes and fo fourth; . 

Your Battail may be as much and as little 
as you will from twenty Shillings to twenty 
Pounds, and ſo _ in, a thouſand, which 
Battail is not ended till penny oft it mo- 
ney agreed upon for 18 3 il be 6009 and 
it is but requiſite, for it is frequently ſeen that 
in a Barrail of ten Pound a Genleman hath 
been reduced to five Shillipgs, and yet hath won 
at laſt the Battail. 

Fof a Gameſter that would win without ha- 
zarding much his money Bice that will run uf 
ry ſeldom otherwiſe but Sis 2 BIS 
ments are hot to e304 Taper pü Will not 
be amiſs that as the Dice are throwr in may 
ſtick by the way, and 1 thrown ts 2dfantage. 
Ihaveheardof one,who hayeing ſpent themajor 
part of hi Patrimony Fin ee felle\vſtiip, and 


ous youth hoſt proſecute; at length cbſider d 
how he ſniöuld live hereafier, and finding but 
ſmall encouragements at home, and leffer a- 
broad, theught if he could contrire 2 Way to 


win a conſiderable ſum at play (having been a 
great loſer himſelf) thitfhould. be the baſis of 
his future ſettlement; after various conſiſations 


within him{elfhear eth contrived this ſtrata- 
gem; 


Y Paſſage. "Bo 
gem; He cauſed a Box to be made, not as they 
are uſual ſcrewed within, but ſmooth, and pro- 
or cured it to be fo well painted and ſhadowed 
11 withintharirlookrlikea ſcrew d Box; now this 
tle Bex was but half board wide at top, and nar- 

5 row-at bottom, tax the Dice as aforeſaid might 
ich lick, and the Box being ſmooth would come out 
10- without tumbling. Wirh this Box he went and 
nd play'd at Inn an In by vertue whereof and his 
nat art of taking up af Throw! 


ng in his Dice into 
th the Box, he got the firſt night aThouſand pound 


on and the next night two hundted à year, with 
2 Coach and ſix Horſes, which Coach and Hor- 


la- ſes (being very valuable) he ſold, but the. E- 
ve ſtate he tives on, to this day with great im- 
proyetnents, and never would handle 2 Dye 


finee, well knowlhg how a * kai 
85 t hath e | 
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P age is a Game at Dice to ha play "1 at- ll 
ut by two, and it is performed Lewd three 


Dice. The Caſter throws continually till be hat 
throßon Doublets under ten, and then he is out | 


of and loſech, or Doublets prog: ten, and then * 14 
ns | piſſeh and wins; high runners are : moſt requi. | (| 
a- | ſite for this Game, fuch as will rarely run any. "kf 
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bther chance than four, hve, ar ſix, by which 

means if the Caſter throws D oublers he ſcarcely 

can throw out. There is the Ee advantage of 

the Smooth yung box aforeſaid in this Game, 
un; 


2s at Bm and with the like benefit af the 

Dice, whether by r ng, n 185 Amer 
ping. r 11d Dis 13. | 
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Ie is 2 proper name 10 this WEN ; 
for it ſpeedily makes.a Man or undocs 
Bind in the twinkling c of an eye. Fither Mau 
Or: X Mouſe. 901 1 | 
. = is play'd but wi i 699 ice, ut 
there may play 5 and round 
the largeſt round Table. {AH 

There are two things chiefly to o be obſerved, 
that is, Main and Chance; be Ghance is the Ca- 
fers, and the Main theirs who are concerned in 
play with him. There can be no Main - 
above nine and under five; Pebat 8 0 | 


ſeyen, eight, and nine, are the only Aſai 


no mote which are flung at 1zzard ; Char In 
and Nicks are from four to ten, thus "four 15:3 - 
chince to nine; five to eight, Nx to; ſeven, 15 even 


0 


4 * 


Of Hazzard. 123 
to five, fix; ſeven and eight, in ſhort, four, five, 
{ix, ſeven, eight, nine and ten are chances to 
any Main, if any ef, theſe Nick it not: now 


Nicks dre either when The chance is the fame 
with the Main, as fivę and five, {15 and fix, ſe- 


ven and ſeven, and ſo on, or fix and twelve, ſe- 
ven and eleven, eight and twelve; where note 
that twelve is out to nine, ſeven, and five ; and 
clevenjs out to nine, eight, fix, and. ſive z Ames; 
Ace, ang Dence-Ace, arg out to all Mains what- 
Ver. (| 8 „„ N 
That Imay the better illuſtrate this Game, it 
will not be amiſs to give one example for your 
better information; Seven's the Mein the Caft- 
er throws five, and that's his chance, and fo hath 
five to. ſeyen; if the Cafter throw his own 
chance lie wins all the money was ſet him, bur i 
he thraw Seven which was the Alain, he mu 
pay as FIRE NGey as is-0n the Board, if again 
Seven be, the Alain, and the Caſter throws ele. 
ven that is a Nick, and lweepsaway 115 mo- 
ney on the Table; hüt it he throw 2c 2ance, he 
muſt wait which will come firſt; Laſtly, if Seven 
be the Main, and the Cen throws edmes- dee 
Deuce. Ace, or twelve he is out, by eit, he throw 
from four to ten heath a chance; though they, 
are aceounted the worſt chances on, the Dice, 
as ſeyen iz, reputed the beſt and eatieſt Main to 
be flung; thus it is in eight orfix; if either o 
them be the Main, and the Caſters throw either 
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124 Of Hazzard. 
which if he throw firft, he wins, otherwiſe lo- 
ſth; if he throw twelve to eight, or fix to 


the {xme Caſt with the Mein he wins; but if 


Ames- Ace or Deuce- Ace to all he loſerh z ori 


twelve when the Main, is either five or nine. 


Here note, that nothing Nicks five but five, nor 
nothing nine but nine. 

Four and Five to Seven is judged to have the 
worlt oft, becauſe Four ( called by the Tribe of 


Nickers little Dick 111550 and Five have but 


two chances, Trey Ace and two Deuces, or 
Trey Deuce and Quater Ace, whereas Seven 
hath three Chances, 135 7 e Deuce, Six Ace, 
and Quatet"Trey ; in 1. 

and ten, having but two chances, fx trey, 


cinque and quater, or fix quater and two 


Tinques, . . 

Now fix Abd eight one would think mould 
admit of no difference in advantage with ſeven, 
but if you will rightly confider che cafe, and be 
Þ vain to wake” trial thereof, you will find 2 
great advantage in ſeven over bc; andeight.How 
can that be you will ſay, hath not fix, ſeven and 
eight, eight equal chances? For example, in fix, 
4 deuce, cinque Ace, and two Des, in 


eight, fix deuce, c cinque trey, and tiwo Auster, 


and hath not ſeven three as aforefaid? It is 
confeſt;bur prayconſider the diſad vantage in the 
doublets, two treys and two quaters, and you 
willfind that fixdeuce lsfoonerthrown than two 
quaters ald ſo conſequently cinque Ace or qua- 

ter 


condition is nine 


CEE ²˙ J ˙ ²—imm ̃ ⁵—wN w- 1 w ⁵ FR = &F = 


and threw them always himſelf. And farther 
to confirm what I alledg'd before, not only this 
Rook, but many more have told me that they 
defir'd no greater advantage than to have ſeven 
always and the Caſter to have fix. Here note, 
itis the opinion of-moſt that at the firſt throw 
the Caſter hath the worſt owt.” 

Certainly Hazzard is the moſt bewitching 


Game that is plaid on the Dice; for when a man 


begins to play he knows not when to leave off; 
and having once accuſtom'd himſelf to play at 
Hazzard, he hardly ever after minds any thing 
elſe, I have ſeen an old man about the Age of 
Seventy play at an Ordinary when his own eyes 
were 10 defective, that he was forced to help 
them with a pair of Spectacles; and having an 
opportunity one day to ſpeak to him, How a 
man of his years could beſo vain and boyiſh ſtill 
to mind play; infiſting withal upon the folly 
of that action to hazzard his money when he 
had not fight enough remaining to diſcern u _ 
| er 
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126 C Riding, 
ther he had won or loſt ; befides Sir, aid I, you 
cannot but hear how you are derided every 
time you come to the Ordinary; one ſays 
here comes he that cannot reſt quiet, but will 
cry without the rattle of the Dice; another cries 
certainly ſuch a one plays by the ear, for he can- 
not ſee to play. Let them talk what they will 
ſaid the Gentleman, I cannot help it, have been 


for above forty years ſous'd to play, that ſhould 


| THeave it off now, I were as good ſtop thoſe If 


ſues about me, which have been inſtrumental in 
the preſervation of my. life to this length of 
time. eee Zh ISR 
To conclude, happy is he that haying been 
much inclined to this time-ſpending-money- 
waſting Game, hath took up in time, and re- 


Jolved for the future never to be concerned | 


with it more; bur more happy is he that hath 
never heard the name thereof, FLEE 
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CHAP. XXXIV. 


The Art and Myſtery of RIDING, 
Whether the Great- Horſe or any other, 


A* an Introduction to the Art of Riding, 
AI think it requiſite to treat of the taming 
of a young Colt: In order thereunto, obſerve, 
that after yourColt hath been eight or ten days 

n at 


* 


- — — 
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. dreſs and cloath him for the 
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at home, and is reduced to that familiarity that 


he will indure curry ing without ſhowing aver- 


fion thereunto, and will ſuffer his Keeper to 
handle and ſtroke him in what part of the body 
he thinketh beſt, then it is time to offer him 


the Saddle; firſt lay ing it in the Manger that 


e may ſmell to it, and thereby grow acquaint- 
ed with it, uſing all other means that he may 
not be affraid either at the fight thereof or at the 


noiſe of the Stirrops. Having gently put on the 
Saddle, take a ſweet watering Trench wafht and 
anointed with honey and Salt, and ſo place it in 


his mouth, that it may hang directly about his 
Tuſh, ſomewhat leaning thereon : having ſo 
done, which muſt be in a morning after dreſ- 
fing, then lead him out in y our hand and water 
him abroad, then bring him in, and after he 


hath ſtood reign'da little upon his Trench an 


hour or thereabout, then unbridle and unſadle 
bim, and give him liberty to feed till Evening, 
and then do as before; having cherifhed him, 
ight. 

The next day do as you did before, and after 


that put on him a ſtrong Muſtole, or ſharp Ca- 


vezan and Martingal, which you muſt buckle at 


that length, that he may only feel it when he jer⸗ 
keth up his head, then lead him forth into ſomę 


new plow d land or ſoft ground, and there ha- 
ving made him trot a good while about in your 
hand to take him off from wantonneſs and wild 


tricks, offer to mount, xhich if he refuſe then trot 


him 
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um again in your hand, then put your foot in 
the Stirrup, and mount half way and diſmount 
again; if he ſeem diſtaſted, at it, about with 
him again and let him not want correction; 
but if he take it patiently, cheriſh him, and 
place your ſelf in the Saddle, but ſtay there 


lit- a very little while, then cheriſh him again and 


give him bread or graſs to feed on; then ha- 
ving ſeen all things fit and ſtrong without 
offence to your ſelf and Horſe, remount him, 
placing your ſelf even in the Saddle, car- 
rying your Rod inoffenfively to his eye, 
then let ſome perſon having in his hand the 
Chaff- halter, lead him a little way, then make 
him ſtand, and having cheriſht him, let him 
forward again, do this ſeven or eight times, 
or ſo often till you have brought him of his 
own» accord to go forward; then. muſt you 
tay and cheriſh him, and having brought 
3 N alight gently, then dreſs and feed 
r 3 

Oblerve this courſe every day till you have 
brought him to trot, which will be but three 
at the moſt, if you obſerve to make him fol- 
low ſome other Horſeman, ſtopping him now 
and then gently; and then making him go for- 
ward, remembring his ſeaſonable cheriſhings, 
and not forgetting his due corrections as often 
as you find him forward and rebellious; and 
when you ride him abroad, return not the ſame 
way home, that you may make him take all 

3 Ways 
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ways indifterently : and by theſe obſervations 
you will bring him to underſtand your will 


and purpoſe in leſs than a Fortnights time. 


Having broughr your Horſe to receive you 
to his back, trot fore-righr, ſtop and retire 
with patience and obedience, be never unmind- 
ful of your Helps, Corrections and Cheriſhings, 
which confilt in the Voice, Bridle, Rod, Calves 
of the Legs, and Spurs; the laſt of which is 
chief for correction, which muſt not be done 
faintly but ſharply when occaſion ſhall require 
LIN if | 

Cheriſhings may be comprehended within 
three Heads, the voice delivered ſmoothly and 
lovingly, as ſo, ſo boy, ſo; then the hand by 
clapping him gently on the neck or buttock: 
laſtly the Rod by rubbing him therewith upon 
the Withers of the main, in which he very 
much delights. ; 0 5 

The next that you are to reguard, is the Muſ- 
role or Cavezan and Martingale; this is an ex- 
cellent Guide to a well diſpoſed Horſe for ſet- 
ting of his Head in due place, forming of his 
Rein, and making him appear lovely to the 
eye of the Spectator; and withall this is a ſharp 
correction when a Horſe jerketh out his Noſe, 
diſorders his Head, or endeavours to run away 
with his Rider. : 

The manner of placing it, is thus : let it 
hang fomewhat low, and reſt upon the tender 
zriflel of the Horſes _ that he may be the 

. more 


— 2 
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more ſenſible of correction; and let it not be 
f/f ftrait, but looſe, whereby the Horſe may 
feel, upon the yielding in of his Head, how 
the offence goeth from him, and by that means 
be made ſenſible, that his own diſorder was his 
only puniſhment. 
You muſt carefully obſerve how you win 
your Horſes head, and by thoſe degrees bring 
his Martingale ſtraighter and ſtraighter, fo as 
the Horſe may ever have a gentle feeling of 
the ſame, and no more, till his head be 
brought to its true perfection, and there 


ſtay. | 
When you have brought your Horſe to 
ſome certainty of Rein, and will Trot forth- 
right, then bring him to the treading forth of 
the large rings. If your Horſes nature be 
flothful and dull, yet ſtrong trot him firſt in 
ſome new plow'd field; bur if agil, and of 
a fiery ſpirit, then trot him in ſome ſandy 
ground, and there mark out a ſpacious large 
ring, about a hundred paces in circumference. 
Having walkt him abour it on the right ſeven 
or eight times, you mult then by a little ftrait- 
ning of your right Rein, and laying the calf 
of your left Leg to his fide, making a half cir- 
cle within your ring, upon your right hand 
down to the center thereof, and then by ſtrait- 
ning a little your lefr Rein, and laying thecalf 
of your right Leg to his fide, making another 
temi-circle to your left hand from the center 
| | - to 
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to the outmoſt verge; which two Semicir- || 
cles contrary turned, will make a perfect Ro- 
man S within rhe ring; then keeping your firſt |} 
large circumference, walk your Horſe about 
in your left hand, as oft as you did on your 
right; and then change within your ring as 


you did before, to your right hand again; 


and then trot him firſt on the right hand, then 
on the left, as long as you ſhall think conveni- 
ent, either one, two, or three hours, to per- 
fect him in this leſſon; and this muſt be done 
every morning and evening too, if you find 
your Horſe ſlothful and dull; otherwiſe you 
need not take ſo much pains with him. 
Having taught him to trot the large rings 
perfectly, which will not require above four 
or five days; then in the ſame manner and 
changes make him gallop the ſame rings, ma- 
king him take up his Feet fo truly and loftily, 
that no falſhood may be perceived in his ſtroke, 
that his inward Feet play before his out- 
ard. and each of a fide follow the other fo 
aQtly, that his gallop may appear the beſt 
grace of all his motions. | | 
Here note : you muſt not enter him all at 
once to gallop this great ring, but by degrees; 
firſt a quarter; then a half quarter, &c. ever 
remembring, not to ſcore him into it with the 
ſpur, but by the lightneſs and cheerfulneſs of 
your body let him paſs of his own accord into 
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Helps, corrections, and cheriſhings in the 
ring- turn, are as aforefaid, rhe elevation of the 
voice, and the threatning of the rod, and ſtrait- 
ning of the bridle, are good helps, which you 
muſt uſe as you muſt the ſpur, rod and leg, 
for timely due corrections: neither muſt you 

ever cheriſh without deſert. 5 

Having made your Horſe gallop as well as 
trot the large ring, then teach him to ſtop fair, 
comely, and without danger, after this manner: 

Firſt having cheriſht him, bring him into a 

ſwift trot forward about fifty paces: then draw 

in your bridle-hand ſtraightly and ſuddenly, 
which will make him gather up his hinder 
and fore-legs together, and thereby ſtand ſtill: 
then eaſe your hand a little, that he may 
give backward : which if he doth, give him 
more liberty, and cheriſh him: having given 

a little reſpit, draw in your bridle-hand, 
and make him go back three or four paces, 

at which if he ſtrike, inſtantly eaſe your hand, 

and draw it up again, letting him come and 
go till he yield and go backward : but if he 
refuſe it, let ſome perſon ſtanding by, put him 
back, and thencheriſh him, that he may know | 
your intention. Thus every time you ſtop, 
make him retire, till you have perfected him in 
theſe two leſſons at one time. 

Have a care that the ground be not lip- 
pery where you ſtop, but firm and hard, leſt 
the Horſe apprehenſive of the danger of 

| falling, 
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falling, refuſe to ſtop as you would have 
him. | J 

When your Horſe can ſtop well, and retire, 
you mult then teach him to advance before, 
when he ſtoppeth; a leſſon that carrieth much 
grace and comelineſs therein; it is performed 
in this manner: After you have ſtopped your 
Horſe without giving your hand any eaſe, lay 
the calves of both your Legs hard to his fides, 
ſhaking your Rod, and crying, Up, up; which 
though he underſtand not at firſt, yet by fre- 
quent practice, with helps, cheriſhings, and 
corrections as aforeſaid, he will come to un- 
derſtand your meaning. But be ſure you look 
narrowly. to the comelineſs of the advancing, 
which conſiſts in taking up his Legs both even 
together, bending them inward to his body; 
next, his advance muſt not be too high, for 
fear of his coming over upon you; but let him 
couch his hinder- loins cloſe to the ground, but 
by no means ſuffer him to ſprawł or pa with 
his Feet forward. Laſtly, he muſt not advance 
for his own pleaſure (for that is a great fault) 


but for yours, according to your will and 


command. | 
If in advancing he -riſe too high, ready to 
come over, or ſprawl, or paw; give him not 
only your ſpurs both together, but laſh him 
twice or thrice with your Rod between his 
ears, and if he advanceth of his own accotd, 
3 then 


then jerk him over the knees, doing ſo as 
often as he commits thoſe faults. . 

Now the uſe of advancing is this; it not 
only graceth all his other leſſons, but makes 
his body agil and nimble, and fits him for 
ready, turning; it is moſt uſed at ſtopping, 
and then very gracefully. | | 

In the next place you muſt teach your Horſe 
to yerk out behind, after this manner: As 
ſoon as you have made him ſtop, preſently 
give him a good jerk under his belly, near 
his flank, which will make him underſtand 
you in time; though not preſently. At firſt 
doing cheriſh him much, and having let him 

uſe, make him do ir again, till he will do 
it as often as you will have him: but with- 
all look to the comelines of his yerking, for 
it is not graceful for him to yerk out his hin- 
der-legs till his fore-legs be above the ground; 
and fee that he yerk not one leg-farther out 
than the other, but both being together, and 
not too high, or one leg out whilft the other 
is on the ground. * 7 IAQ 

Helps in yerking, are the conſtant ftaying 
of his mouth on the bridle, the ſtroke. of the 
Rod under his belly, or a gentle touch there- 
of on his Ruwp. | or) 

If he refaſe ro yerk, or doth it diſorderly, 
then a ſingle ſpur on that fide that is faulty; 
and laftly, continual diſeaſing him till he hath 
done it, 

Now 


| Of Riding. 135 
Now to teach him to turn readily on both 
hands, is firſt to bring his large rings into a 
narrower compaſs, that is about four yards in 
circumference, walking your Horſe therein 
with all gentleneſs , and at his own pleaſure, 
till he is acquainted therewith : After this, 
carry your bridle-hand conftant, and ſomewhat 
ſtraight, the outmoſt Reign ſtraighter than the 
inmoſt, making the Horſe rather look from 
the ring, than into it; and thus trot him a- 
bout firſt on the one fide then on the other, 
making your changes as aforeſaid. Thus ex- 
erciſe him an hour and half, then ſtop and make 
him ad Vance three or four times together, then 
retire in an even line, afterwards ſtand ſtill and 
cheriſh-him : Having pauſed a while to re- 
cover breath, exerciſe him as aforeſaid, {till 
endeavouring to bring his trot to all the ſwift- 
neſs and loftineſs pothble, making him do his 
changes roundly and readily, and cauſing him 
to lap his outmoſt leg ſo much over his in- 
moſt leg, that he may cover it more than a 
foot - rand thus —_— == _ or 
eight days, every morning at leaſt three hours, 
and ſuffer him only 1e praiſe his former 
leſſofls once in a Morning; in this manner 
you teach your Horſe three leſſons together, 
the Terra a Terra, the Iucavalere, and the Cham- 
bletta, . <4. 
The turn Terra a Terra in the outmoſt cir- 


cle of the ſtraight ring, and the Incavalere 
K 4 and 
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and Chambletta in the changes, wherein he is 
forced to lap one leg over another, or elſe to 
lift. up the inmoſt Leg from the ground, 
whilſt he brings the outmoſt over it: This leſ 
Jon is ſo difficult, that a compleat Horſeman 
ſhould think his Horſe hath never perfectly 
learn'd it; and therefore he muſt continually 
practice his Horſe in treading, trotting, and 
galloping theſe narrowtings; and from thence 
to paſs them about in ground-lalts, as from 
raking up his fore-legs from the ground both 
together, and bringing bis hinder- feet in their 
place, and Jo paſting the Ring astreften as | 
the ſtrength of your, Horſe and yꝙun u tea 


* 


ſon will allow of. | 
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Thus you ſee the perſecting your Horſe in 
. the large Ring will eafily introduce him into 
the knowledge of the ſtraight Ring, and that 
brings him to turn perfectly, and: Kopping be- 
gets retiring, and retiring, advancing. , 
Having brought your Horſe to this perfe- 
Ction, take off his Muſrole and Treuob, and 
In their ſtead put on his head a gentle Habezan, 
in ſuch manner that it lie on che tender griſſel 
of his noſe ſomewhat near the uppex part of 
his noſtrils ; put in his mouth a ſweet imooth 
cannon-bit, with a plain watering chain, the 
check being of a large fize, let the Airble be 
thick, round and large, hanging looſly upon 
his neather lip, ſo that it may entice him to 
play therewith, | 


Having 
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Having fo done, mount, caſting the left 


rein of your Cavezan over the Horſes right 


| ſhoulder, and bear it with your thumb, with 


the reins of theBir inyourlefthand, let the right 
reins of the Cavezan be caſt over his left ſhoul- 
der, and bear it with your Rod in your hand, 
and ſo rrot him forth the firſt morning about 
two miles in the high way making him now 
and then ſtop and retire, and gather up his 
head .in its due place; the next day bring him 


to his former large Rings; and perfect him 


therein with the Bit as you did with the Snaf- 
fle in all the foregoing leſſons, which is more 
eaſily done by reaſon the-Bit is. of better com- 
mand and of ſharper correction. 
The next thing we ſhall ſpeak of (to avoid 
every thing that is not very pertinent to our 
purpoſe). is the, d g- ul, which muſt be 
ſmooth and ſtrong, and very well fixt in the 


center of the ſtraight Ring, then cauſing ſome 


perſon to ſtand at the Poſt, give him the right 
rein of your Cavezan to hold about rhe Poſt, 
and ſo walk or trot your Horſe about the ſame 
as oft as you think fit on your right hand; then 
change your right rein for your left, and do as 
before; continue thus doing till your Horſe be 
perfect in every turn. Having ſo done, teach 
him to mannage (the proper poſture for a 
{word) which is thus performed: Cauſe two 


| Rods to be prickt in the earth, at what di- 


ſtance as you ſhall think fit from one another; 
: then 
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then walk your Horſe in a ſtraight ring about 
the firſt on your right hand, paſſing him in an 
even furrow down to the other Rod, and walk 
about that alſo in a narrow Ring on yout left 
Hand, then thruſt him into a gentle gallop 
down the even furrow, till you come to the 
firſt Rod, and there make him ſtop (as it were) 
and advance without pauſe or intermiſſion of 
time; thruſt him forward again, beat the turn 
Terra a Terra about on your right hand; then 


gallop forth right to the other Rod, and in the 


fame manner. beat the turn abour on the lefi 
hand; do this as often as you ſhall think con- 
venient: Though there are many ſorts of Ma- 
nagers, yet I hold buttwoneceflary and uſefal, 
and that is this already deſcribed, called Ter- 
ra a Terra, and Incavalere or Chamblotta, 
afore-mentionwd. As forthe Career, I need 
not ſpeak much thereof; only this, when you 
tun him forth-tight at full ſpeed, ſtop him 


quickly, ſuddenly, firm and cloſe on his but- 


xock, and mark that you make not your Ca- 
reer too long, nor too ſhort; the one weak - 
ens, and the other hinders the diſcovery of 


His true wind and courage; therefore let not 


the length of your Career extend above fix- 
Tore Yards; and be ſure you give him 


ſome little warning by your bridle-hand, be- 


fore you ſtart him, and then ſtop him firmly 
and ſtrongly. UL | 


Thus much for the War-Horſe or great 
Saddle. | 8507 


— 
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Of the Horſe of Pleaſure. 


F you will make your Horſe to bound aloft, 
you muſt firſt trot him about ſixteen yards. 
then ſtop him, and when he hath adva 
twice, ſtreighten a little your Bridle-hand, and 
then give him rhe even ſtroke of both your 
together hard, which at firſt willonly a. 
maze him, but if be have good mettle and 
courage, he will at length riſe from the ground 
by often{doing it; if he doth it, chough bit lit- 
tle, cheriſh him very much, then let him pauſe 
and give him your ſpurs again, and if he acts 


according to your defire cherifh him again, 


make him do thus three or four times a day, 


ill he is ſo perfect that he will do it at any 


time at your ſpurs command. | 
Next, teach him to corvet thus: hollow the 
ground a Horſes length, where two walls Joyn 
together, then place 4 ſtrong ſmooth Poſt by 
the fide of the holldwnek of a Horſe's length, 
likewHe from the wall, then over againſt the 
Poſt faſten an Iron- ring at the wall; this done, 
ride your Horſe into the hollow place, and fa- 


ſten one of the Reins of the Cavezan to the 


Ring, and the other about the Poſt, then (ha- 


ving firſt cheriſhed your Horſe) make him ad- 


vance by the help of the calves of your Legs, 
1wkce or thrice together, then let him pau — 5 
after 
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after this (cheriſhing him again) advance him 
half a ſcore times together, and daily encreaſe 
his advancings, till you perceive he hath got 
ſuch a habit therein, that he will by no means 
go forward, but keeping his ground certain, 
advance, both before and, behind of an equal 
height, and keep, juſt and certain time with 
the motions of your Legs; and if he raiſe 
his hinder, Legs not high, enough, you muſt 
have ſome. body behind, who having a rod, 
muſt gently jerk, him on the fillets, to make 
him raiſe his hinder, parts. By taking this 
courſe in a few days von will ſo teach your 
Horſe to corvet, that without any helps at 
any time and place, you may make him cor- 
vet at your pleaſure. 3. wha 
I need not ſpeak, of the Capriole, fince it 
is the ſame manner of motion as the Corvet, 
only it is done forward, gaining ground in 
'the falt raiſing his binder parts as high or 
higher than the foremoſt. 
If you would have your Horſe, go ſide- 
long on any hand, you, muſt draw up y our 
bridle- hand ſtraight, and if you would have 
him go on the right hand,, lay your left rein 
cloſe to his neck, and the calf of your Leg 
cloſe to his ſide, making him put his left Leg 
over his right, then turning your Rod: back- 
ward, gently jerking him on the left hinder- 
thigh, make him bring his hinder parts to the 
right fide alſo, and ſtand in an even line as ar 
the 


the firſt, then make him remove his fore- 


n. parts more than before, ſo that he may as it 
le were croſs over thy even line, and then make 
Nt him bring his hinder part after, and ſtand in 
s an even line again, and this do till by practice 
N, he will move his fore-parts and hinder-parts 


al both together, and go ſide- long as far as you 


th pleaſe; and if you would have him go on 
ie the lefr hand, do as before. 

it To conclude, theſe are the moſt material 
d, Leſſons requiſite to be taught any Horſe 
KG whatever, either forſervice or pleaſure, which 
US if taught your Horſe with care and patience, 
ur you may conclude your Horſe perfect and 
at compleat. But be ſure you obſerve this, that 


whatſoever Leſſon your Horſe is moſt im- 
perfect in, with that Leſſon ever when you 
ride begin and end with it; repeating every 
one over, more or leſs, leſt want of uſe 
breed forgetfulneſs, and forgetfulneſs abſolute 
ignorance. 


\ 
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. CHAP, XXXV, 
Of RACING. 


FA R the compleating a Gentleman's de: 
light in the Art of Racing, he is to take 
ſpecial cognizance of theſe ſubſequent Rules 
2nd Orders... 

Firſt. He is to conſider what is the moſt 


convenient time to take his Horſe from graſs, 


which is about Bartholomew-tide, the day be- 


Ing dry, fair, and pleaſant; as ſoon as he is 


taken up, let him ſtand all that night in ſome 
convenient dry place to empty his body; 
the next day put him into a ſtable, and 
feed him with wheat-ſtraw, but- no lon- 


ger ; for though the Rule be good in taking 


up Horſes bellies after this manner, yet if you 
exceed your time in ſo doing, this ſtraw will 
ſtraighten his guts, heat his liver, and hurt 
his blood ; therefore what you want in ſtraw 


let it be ſupplied by riding him forth to wa- 


ter morning and evening, airings, and other 
moderate exerciſe. And for his food, let it 
be good old ſweet Hay, and cloth him ac- 


cording to the weather and temper of his 
body; 


body; for as the Year grows colder, and 
thereby you find his hair riſe and ſtare about 
his neck, flanks, or other parts, then add a 
wollen cloth, or more if need require, till 
his hair fall ſmooth. Where note, That x 


rough coat ſhews want of cloth, and a ſmooth 
coat cloth enough. | 


A Race horſe ought to be dreſt in his reſt- 
ing days twice a day, before his morning 
_ evening watering; and muſt be done 
afrer this mannner : Curry him from the 
tips of his ears to the ſetting on of his tail, 
all his body entirely over with an Iron- Cob, 
his Legs under the knees and gambrels exc 
ted; then duſt him and curry him high a- 
gain all over with a: round bruſh of briftles, 
then duſt him the ſecond time, and rub al 
the looſe hair off with your hands dipt in 
fair water, and continue rubbing till he is 
as dry as at firſt, then rub every part 
of him with a hair cloth, and laſtly rab 
him all over with a white linnen cloth ; 
then pick his eyes, noſtrils, ſheath, cods, 
tuel, and feet very clean, then cloath him 


and ſtop him round with wiſps. 


There is no better water for a Race-horſe, 
than a running River or clear Spring, abour 
a mile and half from the ſtable, near ſome 
level ground, where you may gallop him af- 
terwards, having ſcop'd him a little, bring 
him to the water again, then ſcope 5 and 

| bring 
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bring him again, fo often till he refuſe to 
drink more for that time; after this, walk 

him home, cloth and ſtop him up round 
with great ſoft wiſps, and having ſtood an 
hour upon the bridle feed him with ſweet 
ſound Oats, either dryed by age or art: 
If your Horſe be low of fleſh, or hath a 
bad ſtomack, add one third of Beans to two 
parts of Oats, and that will recover both. 

The next food you ſhall give him ſhall be 
better and ſtronger, and it is bread, which 

ou mult make after this manner: take two 
buſhels of beans, and one of wheat, and grind 
them together, then boult through a fine 
Range the quantity of half a buſhel of pure 
meal, and bake it. in three loaves, and the 
zeſt ſift through a Meal-fieve, and knead it 
with water and good ſtore of Barm, and 

\ bake it in great loaves ; with the courſer 
bread feed your Runner in his reſting days, 
and with the finer againſt the days of his ex- 
erciſe and greateſt labour. —  * / 

The times. of his feed ing, upon the days of 
his reſt, mult be after his coming from wa- 
ter in the morning, an hour after mid-day, 
after his evening watering, and at ten aclock 
at night; but upon his labouring days, 
'two hours after he is throughly cold, out- 
er and inwardly, afterwards as afore- 

id. 

Let his Hay be dry and ſhort; if it be 

| | ſweet 
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ſweet no matter how courſe it is, for if it 
be rough it will ſcowre his teeth. As for the 
proportion of his food, I need not prefcribe 
a quantity, fince you muſt allow him accord- 
ing \ the goodneſs and badneſs of his ſto- 
mach. | 
His exerciſe ought to be thricea week, and 
z- muſt be more or leſs according to the con- 
dition of his body; for if it be foul, exerciſe 
him moderately to break his greaſe ; if clean, 
you may do as you think fit, having a care 
that you diſcourage him not, nor abate his 
mettle ; and after every exerciſe, give him that 
night, or the next morning, a ſcouring; the 
beſt I know to purge a Horſe from all greaſe, 
glut, or filth whatever, is this, take three 
ounces of Anniſeeds, fix drams of Cummin- 
ſeeds, a dram and halt of Carthamus, two 
drams of Fenugreek-ſeed, and of Brimſtone an 
ounce and a half; beat all theſe to a fine pow- 
der, and ſearſe them; then take of Sallet-oyl 
ſomewhat more thana pint, a pound and half 
of Honey, and a portle of white Wine, then 
with fine white Meal knead it well into 4 
ſtrong paſte, and keep it by you, it will laſt 
a long time; when you uſe it, diſſolve a ball 
thereof in a Pail of fair water, and give it 
him to drink after exerciſe, in the dark, leſt 
diſcolouring the water, the Horſe refuſe to 


drink. This is an excellent ſcouring, and a 


remedy for all diſtempers. 


r 
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Now after exerciſe, cool him a little abroad 
before you bring him home, then houſe him 
and litter him well, rubbing him with dry 
Clothes till there be never a wet hair about 
him, then cloth and whiſp him round. 


Here note, before you air your Horſe, it 


will be requiſite to break a raw Egg into his 


mouth, for it will add to his wind. If he be 
fat, air him before Sun- ri ſe and after Sun- ſet; 
but if lean, let him have as much comfort of 
the Sun as you can. Courſing in his clothes 
ſometimes to make him ſweat is not irrequi- 
fite, ſo it be moderately done; but when 


without his Clothes, let it be ſharp and 
ſwift. 


Let his body be empty before he courſe; and 
to waſh his tongue and noftrils with Vinegar, 
or to piſs in his mouth ere you back him, 
is wholeſom; having courſt him, cloth him, 
after he hath taken breath, and ride him home 
gently. | 


To be ſhort, what is here defeftive in the 
right ordering of a Race-Horſe, your own 


| Judgments may eafily ſupply. All that you 


have to do, is to be careful when to take 
him up, how to cloth him and dreſs him, 
when and how to feed and water, what and 
kow much exerciſe is requiſite either by air- 


ing 
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ing or by courſing, and his ordering af- 
ter exerciſe, and what ſcowrings are moſt 
requiſite; and that I may add a little 
more to your knowledge, and conclude 


this ſubject, take theſe general Rules and 


Inſtructions. 


1. Courſe not your Horſe hard at leaſt 
four or five days before you run your match, 
left the ſoreneſs of his Limbs abate his 


ſpeed. 


2. Except. your Horſe be a foul feeder 
muzzle him not above two or three Nights 
before his match, and the Night before his 
bloody courſes, 


3. As you give your Horſe gentle cour- 
ſes, give him ſharp ones too, that he may 
as well find comtort as diſpleaſure there- 
on. 


4. Upon the match · day let your Horſe be 
empty, and that he take his reſt undiſturbed 
till you lead him out. 


5. Shoo your Horſe every day before you 


run him, that the pain of the Hammers 
knocks may be out of his Feet. 


L2 : . 6, Saddle 
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6. Saddle your Horſe on the Race-day in 
the ſtable before you lead him forth, and fix 
both the Pannel and the Girths to his back 


and fides with Shoo-makers wax, to prevent 
all dangers. | 


7. Lead your Horſe to his courſe with all 
gentleneſs, and give him leave to ſmell to o- 
ther Horſes dung, that thereby he may be 
enticed to ſtole and empty his body as he 
goes. - 


8. Laſtly, When you come to the place 
where you muſt ſtart, firſt rub his limbs well, 
then uncloath him, then take his back, and 
the word given, ſtart him with all gentle- 
neſs and quietneſs that may, left doing any 


thing raſhly, you choak him in his own. 
wind. | 


A Race-horſe ought to have all the fineſt 
ſhapes that may be, but above all things he 
muft be nimble, quick, and fiery, apt to flye 
with the leaſt motion. Long ſhapes are to- 
lerably good, for though they ſhew weakneſs, 
yet they aſſure ſudden ſpeed. The beſt horſe 
for this uſe is the Arabian Barhary, or his 
Baſtard; not but Gennets are good, but the 
Turks much better. 


Having laid you down all theſe advanta 85 
or 
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for ordering your Racer, from his taking up, 
to the day of his running, I hope you will 
make ſuch good uſe of them, that if upon 

. an equal match you ſhould lay your money 
on the heels of your Horſe thus ordered, 
be ſhall be ſo far from kicking away his Ma- 
ſters ſtake, that the nimbleneſs of his feet ſhall 
make it double, 


I might here inſert the many ſubtilties and 
tricks there are uſed in making a Match, the 
craft of the Betters, with the knavery of the 
Riders, but that they are now too generally 


known by the woful experience of too many 
Racing - loo ſers. 
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CHAP.  XXXVI. 
Of ARCHERY. 


» A Rehery, as it is a recreation, ſo it hath 


been heretofore, and is ſtill in ſome 
parts of the . World very uſeful in military 
affairs but now quite laid aſide by Engl; 
men forfighting, there being found out more 


dextrous and ſpeedy ways to kill and deſtroy 


one another. 


Vet it is not ſo laid aſide, but that it is 
uſed by ſome for paſtime, either at Buts or 
Rovers, and ſhould not be forgotten by Ci- 
tizens, as appears by the continuance of that 
ancient cuſtom for every Lord Mayor to ſee 
the prize performed by ſhooting annually with 
the pound Arrow. 


Certainly this ſhooting in the long Bow is 


very healthful for the body, by extending the 


Limbs, and making them pliant; and ix hath 
been neceſſary for a Commonwealth, in the 
defence and preſervation of the Country; 
but ſince it is ſo little uſed now a days, I ſhall 
abbreviate my diſcourſe. | 
There are theſe Rules to be obſerved for 


Tooting in the Long-bow. 
| 2 . 
— . 
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Firſt, He muſt have a good eye to behv... 
and diſcern his mark ; and knowing-judgmenr 
to underſtand the diſtance of ground, to rake 
the true advantage of a fide-wind, and to 
know in what compaſs his Arrow muſt fly; 
and a quick dexterity, to give his ſhaft a 
ſtrong, ſharp, and ſudden looſe, 


Secondly, He muſt in the action it ſelf 
{tand fair and upright with his body ; his left 
foot a convenient ſtride before his right, both 
his hams Riff, his left arm holding his Bow 
in the midſt, ſtretch ſtraĩ ght out, and his right 
arm with his firſt three fingers and his thumb 
drawing the ſtring to his right ear, the notch 
of his Arrow reſting between his fore- finger 


and middle- finger of his right hand, and the 
ſteel of his Arrow below the feathers upon 


the middle knuckle of his fore- finger on his 
left hand ; he ſhall draw his Arrow cloſe up 
to the head, and deliver on the inſtant, with 
out hanging on the firing. 


The beſt Bow is either Spaniſh or Engliſh 
Yew; the beft Shaft is of Burch, Sugar-cheſt, 


or Brazel, and the belt Feathers gray or 
white. | 


There are three Marks to ſhoot at, Butt, 
Pricks, or Rovers, : 


8 > o 44.0 Hor = 
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The firſt is a level mark, and therefore 


vou muſt haye a ſtrong Arrow with a broad 
1fenther. | | 


The ſecond is a mark of ſome compaſs. 
yet moſt certain in the diſtance, therefore 
you muſt have nimble ſtrong Arrows, with 
a middle feather, all of one weight and fly- 
ing. 


The laſt, which is the Rover, is uncertain, 
ſometimes longer, ſometimes ſhorter , and 
therefore requires Arrows lighter or heavier. 
according to the diſtance of ſhooting. 
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If you want ſtrength, by debilitation in 
the Arm or Back, you may reap the ſame 
pleaſure by uſing the Croſs - Bow, with 
—.— you may ſhoot at But, Pricks, or 

avers. 3- 
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Of Cock- Fighting, 


FY r is a ſport or paſtime ſo full of 


delight and pleaſure, that I know not 
any Game in that reſpect is to be preferred 
before it, and ſince the Fighting-Cock hath 
gain'd ſo great an eſtimation among the Gen- 
try, in reſpect to this noble recreation, I ſhall 


, here propoſe it before all the other Games, 


of which I have afore ſuccinctly diſcourſed ; 


that therefore I may methodically give in- 


ſtructions to ſuth as are unexperienced, and 
add more knowledge to ſuch who have als 
ready gaind a competent proficiency in this 
pleaſing Art, I ſhall as briefly as I can give 


you information how you ſhall chuſe, breed, 


and diet the Fighting-Eock, with what choice 
ogy are thereunto belonging, in order 
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| 1 | Of the Choice of the Fighting-Cock. 


N the election of a Fighting-Cock there 
are Four things principally to be conſi—- 
dered, and they are Shape, Colour, Courage, 

and Sharp-beel. 1 


2 
1 

4 

i 

1 
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1 Firſt, as to his Shape, you muſt not chuſe 
him neither too ſmall, nor too large; the 
T0! firft is weak and tedious in his fighting, and 
the other unweildy and not active, and both 
very difficult to be matched; wherefore the 
i middle-ſz d Cock is the proper choice for 
| tar purpoſe, being eafily matcht, and is 
th ſtrong an nimble. | 


His Head ought to be ſmall, with a quick 
large, eye, and a ſtrong back, and (as Maſter 
Markham obſerves) muſt be crockt and big 
ar the ſetting on, and in colour ſuitable to 
the plume of his Feathers, whether black, yel- 
low or reddiſh, c. The beam of his 

muſt be very ſtrong, and according to his 
plume, blew, gray, or yellow, his Spurs rough, 
long, _ ſharp, a little bending and looking 
inward. / | 


fi Secondly, his Colowr ought to be either 
1 . % Sray, 
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Of Cock- Fighting; 155 
gray, yellow, or red, with a black breaſt; 


7 


not but that there are many other coloured 


7 very excellent good, 'which you muſt 
nd out by practice and obſervation, but the 
three former by the experience of moſt found 
ever the beſt, the pide pyle may paſs indiffe- 
rently, but the white and dun are rarely found 
good for any thing. ry 


Here note, That if your Cocks neck be in- 
veſted with a ſcarlet complexion it is a fign 
he is ſtrong, luſty and couragious ; but on the 


contrary, if pale and wan, it denotes the Cock 


to be faint, and in health defective. 


Thirdly, you may know his courage by his 
proud upright ſtanding, and ſtately tread in 
walking, and if he croweth very frequently, 


in the Pen, it is a couragious demonſtration. 


Fourthly and laſtly, his narrow-heel or 
ſharpneſs of heel is known no other-ways 
than by obſervation in fighting, and that is 
when upon every riſing he ſo hits that he 


extracts blood from his opponent, gilding his 
. » Spurs continually and every blow threatning 
immediate death to his adverſary. : 


Here note, That it is the opinion of the 
beſt Cock. Maſters, that a ſharp-heel'd Cock 


though he be ſomewhat falſe, is better thana 


true 
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156 Of. Cocl. Figbting- 
true Cock with a dull heel; and the reaſor 
zs this, the one fights long but ſeldom wounds, 
the other carrieth a heel ſo fatal that every 
| moment produceth an expectation of the Bat- 
tails concluſion ; and though he is not ſo har- 
| dy as to endure the utmoſt hewing, ſo com- 
I i monly there is little occaſion for it, being a 
| auick diſpatcher of his buſineſs; now ſhould 
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your Cock prove both hardy and narrow 
bee d, he is then the beſt Cock you can make 
i" | Choice of. 


| To conclude, make your choice of ſuch a 
one that is of Shape Rrong, of Colour good, 
of Yalour true, and of Heel ſharp and ready. 
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Tal! How to breed a Cock of the Game. 
4 


1 you do, let your Hen be of 
114 : a good complexion, that is to ſay, 
| Fil rightly plummed, as black, brown, ſpeckt, gray 
LEY  griffel, or yellowiſh ; theſe are the right and 
proper colours for a Hen of the Game; and 
if the be tufted on the crown it is ſo much 
the better, for that argues courage and reaſo- 
lution, and if ſhe have the addition of wea- 


— they conduce very much to her excel - 
ncy. 
Let 


iT 
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Let her body be large and well poked be- 
hind for the production of large Eggs; you 
will do well to obſerve how ſhe behaveth her 
ſelf to her Chickens, whether friendly or fro- 
wardly, and take eſpecial notice of her car- 
riage and deportment among other Hens, if 
ſhe will receive abuſes from them without re- 
venge, or ſhow any thing of Cowardice, va- 
lue her not, for you may aſſure your ſelf her 
Chickens will be good for nothing, 


By the way take his obſervation, confir- 
med by the opinions of the beſt Cock-Maſters 
both ancient and modern, that a right Hen 
of the Game from aDunghill Cock will bring 
forth very good Chickens, but the beſt Cock 
from a Dunghill-Hen will never get a Bird 
that's fit for the Game: whereforeit you intend 


to have a good breed get perfect Cocks for 
your perfect Hens. 


The beſt ſeaſon for breeding is from the 
encreaſe of the Moon in February, to the en- 
creaſe of the ſame in March. Let her Neſt 


be ſo placed that ſhe may not be diſturbed - 


by the ſight of any other Fowl, which fre- 
quently ſo raiſeth her choler that the Eggs are 
in great danger; let the compoſure of her 
Neſt be made of ſoft ſweet ſtraw, and let it 


ſtand in fame warm place, for ſhe is a Bird 


that is very tender. 
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UB - The next thing that you are to obſerve is, 
(' whether ſhe turn her Eggs often or not, if 
ſhe is remiſs therein, you muſt ſupply her du- 
ty, bur if ſhe ſave you the labour, prize her 
more than ordinary. And that ſhe may not 
ſtraggle too far from her Eggs being neceſſi- 
tated to ſeek abroad for food, and ſo cool 
her Eggs, it will be altogether neceſſary for 
you to ſet by her ſuch neceſſary food as you 
ſhall think fit with ſome fair water ; and that 
ſhe may bathe and trim her ſelf at her pleaſure 
in the place where ſhe ſitteth let there be ſand, 
gravel and aſhes finely ſifted. 


The Hen hatcheth her Chickens commonly 
after one and twenty days; obſerve in the 
hatching to take thoſe newly hatched, and 
wrapping them in wool keep them warm by 
a fire-fide till the reſt are diſcloſed ; being all 
hatcht put them under the Hen, and be ſure 
to keep her warm, and ſuffer not your Hen 
and Chickens to ſtraggle a broad till they are 
above three weaks old; and let the Room 
wherein they walk be boarded, for all other 
Flours are either too moiſt or too cold. 


Let their Walk be in ſome Graſs- court or 
Green- place, after they are a month old, that 
they may have the benefit of feeding on 
Worms, and now and then to ſcowre them- 
ſelves with Graſs and Chick-weed, but be 

| careful 
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prove fatal; for the prevention of ſuch ma- 


royal or Roſemary. | | 


| Wattles are diſcernable, or plainly viſible to 
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finely ſmall, ſmooth and ſlender. 


Of Cock-Fighting, r5g | 
careful they come not near Puddles or filthy | 


places, for they engender in birds of this na- 
ture venemous diſtempers, which commonly 


dies by way of antidote give them eve 
morning before they range abroad, the blades 
of Leeks chopt or minced ſmall and mingled * | 
among their uſual diet; alſo it will be requi- 
ſite to purfume their room with burnt Penny- * ! | 


Obſerve to take this courſe till their Sexes 
are diſtinguiſhablez as ſoon as the Comb or 


the eye, cut them away, and anoint the ſore 
=_ with ſweet butter, till it be whole. 

he reaſons why their Combs or Wattles 
ſhould be cut ſo ſoon, are theſe, Firſt if you 
let them grow- till they arrive to their full 
bigneſs, and then cut them, there will follow 
a great flux of blood, and the leaſt loſs of 
blood in feather d fowl is very dangerous; 
if much, frequently mortal ; moreover to let 
them grow thus, cauſeth gouty thick heads, 
with great lumps ; whereas if you take them 
off betime as aforeſaid, they will have Heads 
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The time of the ſeparation of the Cock- 
Chickens is when they begin to fight with 
and peck one another, till which time you 

may 
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166 Of Cock-Fighting, 
may let them walk with the Hen promiſcu- 


| ouſly together, but afterwards ler their Walks 


be apart, and that Walk is beſt where he 
may ſecurely and privately enjoy his Hens 
without the diſturbance and annoyance of other 
Cocks, for which purpoſe walks at Wind- 
mills, Water-mills, Grange-houſes, Lodges in 


Parks, and Coney-Warrens, are very good 


Walks, but that the later is ſomewhat dange- 


rous, being too frequently haunted with Pole- 
cats, and other vermin. 


Let the place of ſeeding be as near as you 
can on ſoft dry ground, or on boards if the 


place be harder, as on paved earth, or floors 


plaiſter'd, it will ſo weaken and blunt their 


beaks, that they will be unable to hold faſt. 


Here note, That any white Corn is good 


for a Cock in his Walk, and ſo are white- 


breed toſts ſteeped in drink, or man's urine, 


Which will both ſcowre and cool them in- 


wardly. . 
Let not above three Hens walk with your 


Cock, for ſhould you ſuffer more, the will 


tread too much by reaſon of the heat of their 
nature, and by often treading they will con- 
ſume their ſtrength, and become ſo debilita- 
ted, that though they have courage enough, 


yet they have not ſtrength to perform their 


rts as they ought to do in a battel. 
- As age Obſerve 
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Obſerve the crowing of your Chickens; 
if you find them crow too ſoon, that is be- 


fore fix months old or unſeaſonably, and that 


their crowing is clear and loud, fir them as 


ſoon as you can for the Pot or Spit, for they 


are infallible ſigns of cowardiſe and falſhood : 
on the contrary the true and perfect Cock is 
long before he obtains his voice, and when 
he hath got it, obſerves his hours with the 
beſt judgment. 


Buffer not your Cock to fight a battle till 
he is compleat and perfect in every Member, 
and that is when he is two years old; for to 
fight him when his Spurs are but Warts com- 
paratively, is no fign of diſcretion, for you 
may then probably know his valour and cou- 
rage, but you cannot know his worth and 
goodneſs. | 


In eſpecial manner take care that your 
Cocks Rooſting-Perch be not too ſmall in the 
gripe, or ſo ill placed that he cannot fit with- 
out ſtradling, or if it be crocked it is bad, 
for by theſe means, a Cock will be uneven 
heel'd, and conſequently no good ſtriker; and 
know that a Perch either maketh or marreth 
a Cock; to remedy or prevent ſuch faults, 
is to have in your rooſt a row of little Per- 
ches abour eight inches in length, and ten 
inches from the ground, that the Cock may 
= M with 
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with more facility aſcend, and being up, is, 
Forced to keep his Legs near together : and 
here take notice of this maxim amongſt the 


beſt Cock-breeders, That the Cock which is a 


cloſe ſitter, is ever a narrow ſtriker. 


Let the foot-ſtool of the Perch be round 
and ſmooth about the thickneſs of a mans 


arm, or if you will have the beſt form for 


a Peach, go viſit the houſes of the molt skil- 
ful Cock-maſters, and from them all gather 
what is moſt neceſſary for your purpoſe by 
making inſpection into their feeding-pens and 
other places; and let the ground underneath 
the Perch be ſoft, for otherwiſe when he 
leaps down, he will be apt on a rough and 
hard ground to hurt his feet, infomuch that 
they will grow knotty and gouty. 
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Of dieting and ordering a Cock - for 
Battel. 


3 


15 the dieting and ordering of a Cock for 
Battle conſiſteth all the ſubſtance of pro- 

fir and pleaſure; and therefore your cunning, 
Cock-merchants are very cautious of divulg- 
ing the ſecrets (as they call them) of diet- 
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ing, for on that depends the winning or lo- 
ſing of the Battle, they knowing very well 


- that the beſt Cock und ieted is unable to en- 


counter the worſt that is dieted; let others 
be as niggardly as they pleaſe of their expe- 


rience and obſervations, for my part I ſhall 


be free and ſcorn to coneeal any thing that 
may tend to the propagation of the Art and 
Myſtery of Cock- fighting; wherefore as to 
the dieting and ordering of Fighting Cocks 
take theſe Inſtructions following. | 


The time of taking up your Cocks is a- 
bout the latter end of Auguſt, for from that 
time till the latter end of May Cocking is 
ſeaſonable and in requeſt, the Summer ſea- 
ſon being improper by reaſon of its great 


heat. 


* ' 
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Having taken them up, view them well, 
and ſee that they are ſound, hard feather'd, 
and fall fumm'd, that is. having all their fea- 
thers compleat, then put them into ſeveral 

having a moving Perch therein, to ſet 
t at which corner of the Perch you think 
moſt convenient; the faſhion and form of 


theſe pens you may have at the houſe of any 


Cocker, and therefore J ſhall give you no 
directions how to make them; only be advi- 
ſed to keep your Pens clean, and let not your 
Cocks want either Meat or Water. 
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For the firſt four days after your Cock is 
pend, feed him with the crumb of old Man- 
chet cut into ſquare bits about a handful at a 
time, and feed him thrice a day therewith, 
that is at Sun-rifing, when the Sun is in his 
Meridian, and at Sun-ſetting, and let his wa- 
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it. 


Having fed your Cock thus four days, or 
ſo long till you think he hath purg'd himſelf 
of his corn, worms, gravel, and other courſe 
feeding, then in the morning take him out 
of the Pen and let him Sparr a while. with 
another Cock, Sparring. is after this manner - 
Cover each of your Cocks heels with a pair 
of Hots made of bombaſted rolls of Leather, 


ſo covering the Spurs that they cannot bruiſe 
or wound one another, and ſo ſetting them 


down on ſtraw in a Room, or green-graſs a- 
broad, let them fight a-good while, but by 
no means ſuffer them to-draw blood of one 
another; the benefit that accrues hereby is 
this, it heateth and chafetk their bodies, and 
it breaketh the fat and the glut that is with- 
in them, and adapts it for purgation. 


Having Sparred as much as is ſufficient, 
which you may know when you ſee them 
pant and grow weary, then take them up, 
and taking off their Hots give them a Dia- 

| e I phoretick 


— 


er be from the coldeſt Spring you can get 
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phoretick or ſiveating after this manner : You 
muſt put them in deep ftraw-baskers made for 
the purpoſe, or for want of them take a 
couple of Cocking-bags and fill theſe with 
ſtraw half ways, then put in your Cocks ſe- 
verally, and cover them over with ftraw to 
the top, then ſhut down the lids and let them 
ſweat; but do not forget to give them firſt 
ſome white Sugar- candy, chopt Roſemary, and 
Butter mingled and incorporated together, let 
the quantity be about the bigneſs of a Wal- 
nut, by ſo doing you will cleanſe him of his 
up increaſe his ſtrength, and prolong his 
eath, | 


Towards four or five a clock in the even- 
ing take them out of their Stoves, and having 
lickt their eyes and head with your tongue, 
put them into their Pens, and having filled 
their Troughs with ſquare-cut-manchet, piſs 
therein and let-them feed whilft the Urine is 
hot; for this will cauſe their ſcouring to 


work, and will wonderfully cleanſe both head 
and body. 


After this, diet your Cocks with a Bread 
made after this manner: Of Wheat- meal, and 
Oat-meal Flower, take of each a Gallon, and 
knead them into a ſtiff paſte, with Ale, the 
whites of half a ſcore Eggs, and ſome Butter; 
having wrought the Dough very well, make it 

- MY into 
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into broad thick Cakes, and when they. are 


four days old, cut them into ſquare pieces; 
I will not adviſe you to uſe (as ſome impru- 
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hot Spices among your foreſaid Ingredients; 
for they will make a Cock ſo hot at the 
heart, that upon the concluding of the Battle, 
he will be ſuffocated and overcome with his 
own heat. In ſhort, that food is beſt which 
is moſt conſentaneous to his own natural 
feeding. | 


The ſecond day after his jp mg, take your 
Cock into a fair green Cloſe, and having a 

Dunghill Cock in your arms, ſhow it him, 
and then run from him, that thereby you may 
intice him to follow, you permitting him to 

have now and then a blow, and thus chace 

him up and down about half an hour; when 

he begins to pant, being well heated, take 
him up and carry him home, and give him 
this ſcouring ; take half a pound of freſh But- 
ter, and beat it in a Mortar with the leaves 
cf Herb of Grace, Hyſop and Roſemary, till they 
all look like a green Slave, give him thereof 
a piece as big as a Walnut, and then ſtove 
him as aforeſaid till evening, and then feed 
him according to former preſcription; 


The next day let him feedland reſt, and ſparr 
him the next day after; thus do every * 
a5 
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dently do) Liquoriſh, Anniſeeds, or rather 
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« day for the firſt fortnight, either ſparring or 


chacing, and after every heat a ſcouring, which 
will keep him from being faint and purkie. 


Feed him the ſecond fortnight as you did 
the fart, but you muſt not ſparr him or chaſe 
him above twice a week, obſerving ſtill, that 
if you heat him much, you muſt ſtove him 
long and give him a greater quantity of ſcow- 
fring. When well in breath, {light heats, ſmall 
ſcowrings, and little ſtoving will ſerve the 
turn. | 


The third fortnight (which is a time ſuffici- 
ent for ordering a Cock for the Battle) you 
muſt feed him as aforeſaid, but you muſt not 
Parr him at all for fear of making his head 
but you may moderately cbaſe him twice 
or thrice in that time as aforeſaid, then give 
him his ſcowring rolled well in brown Sugar- 
Candy which will prevent the ſcowring from 
| making the Cock ſick; now may you let him 
| fight, having firſt let him reft four days, ob- 
| ſerving that he come empty into the Pit. 
| 1 = 


The Right way of Cock-matching. 
| O all things have a ſpecial care how — 
Match your Cock; for ſhould you feed 
your Cock with never ſo much circumſ; 
Care and Prudence, it will avail nothing if 
your Cock be over-matcht. 


things; firſt, the length of Cocks, ſecondly, 
the ſtrength of Cocks; for the length, if your 
Ad verſaries Cock be too long, yours ſhall 
hardly catch his head, and ſo be uncapable of 
indangering eye or life; and if he be the 
ſtronger he will overbear your Cock, and 
not ſuffer him to riſe or ſtrike with any ad- 
vantage. 12 


The length you may judge of by the eye, 
- when you gripe the Cock by the waſte, and 


vou ſhall ſee the utmoſt of his height, and ſo 
compare them together, being herein gover- 
ned by your judgment, his ſtrength is known 
dy the thickneſs of his body. Take this for 
a Rule, That a Cock is ever held the flrong- 
 eft which is the largeſt in the garth, 


You 


In Matching take notice of theſe two 


make him ſhoot out his legs in which poſture . 


| 


l! 
| 
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Of Cock-Fighting. 169 
You ſhall know the dimenfion of the garth 
dy che meaſure of your hands, griping the 
Cock about from the points of your great 
finger to the joynts of your thumbs, and ei- 
ther of theſe advantages by no means give 
your Adverſary; if you doubt loſs in the 
one be ſure to gain in the other: for the 
weak long Cock will riſe at more eaſe, and 


the ſhort ſtrong Cock will give the ſurer 


blow. | 
How to Prepare Cocks for Fight- 


Ince all Cocks are not caſt in one mould 
the advantages on either fide muſt be re- 


conciled by matching; and kaving made an 


equal Match as pear as you can, you muſt thus 
pepare him to fight. 

Firſt, with a pair of fine Cock-ſhears cut all 
his main off cloſe unto his neck, from the head 


to the ſetting on of the ſhoulders; Secondly, 


clip off all the feathers from the tail cloſe tohis 
rump, the redder it appeats the better is the 
Cock in condition. Thirdly, take his wings 
and ſpread them forth by the length of the firſt 
rifing feather, and clip the reſt ſlope - wiſe with 
ſharp points, that in his riſing he may there- 
with endanger an eye of his adverſary. Fourth- 
ly, ſcrape, ſmooth, and ſharpen his Spurs with 
a Pen-knite. Fifthly and laſtly, ſee that there 
be no feathers on the Crown of his head for 


his 
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his adverſary to take hold of; then with your 
14 ſpittle, moiſtening his head all over, turn him 
into the Pit to move his fortune, 


. 
2 

” ww 
* 


* 
— — — — = 
ww ve — * : -- —— — 4 ” 
— —— — * 
E r 83 — 
= * — 2 — — 
_ . 


How to order Cocks after Battle, and how 
to cure Wounds. : 


— 


JE Battle being ended, immediately 

ſearch your Cocks wounds, as many as 
you can find, ſuck the Blood out of them,” | 

then waſh them well with warm urine, and 5 
that will keep them from rankling; after this 
give him a roll or two of your beſt ſcouring 
and ſo ſtove him up as hot as you can for — 1 
night; in the morning, if you find his hea 

| ſwell'd, you muſt ſuck his wounds again; and | 

11 bath them again, with warm urine, then take | 

0 ' the powder of herb Robert and put it into a fine 
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bag, and pounce his wounds therewith ; after 
this give him a good handful of bread to eat 
out of warm urine, and ſo put him into the 
ſtove again, and let him not feel the Air til! 
the ſwelling be fallen. 


14 If ke hath received any hurt in his eye, then 
Wi fakea leaf or two of right ground Ivy, that 
Ei which grows in little tufts in the botton of 
| Hedges, and hath a little rough leaf; I ſay, take 
this Ivy and chew it in your mouth, and ſpit 

1 | the juyce into the eye of the Cock, and — 

I | Wi! 
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will not only cure the preſent Malady, but 
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t the growth of Films, Haws, Warts, or 
the like, deſtruCtive to the eye-ſight. 


If after you have put out your wounded 
Cocks to their Walks, and viſiting them a 
Month or two after, if you find about their 
head any ſwollen bunches hard and blackiſh at 
one end, you may then conclude in ſuch bun- 
ches there are unſound cores, which muſt be 
opened and cruſht out with your thumbs ; 
and after this, you muſt ſuck out the corrup- 
tion, and filling the holes full of freſh Bur- 


ter, you need not doubt a Cure. 


Cures for ſome Diſtempers in a Cock, 


_ Chick, or Hen of the Game. 


1 Pip is a white thin ſcale growing on 


the rip of the tongue, by which means 
Poultry in general cannot feed, it is very viſible 
to the eye, and pruceedeth from foul feeding or 
want of water; it is cured by pulling off the 


_ ſcales with your nail, and rubbing the tongue 


with falt. 


The Roop is a filthy boyl or ſwelling on the 
rump of the Cock, Hen, Cc. and will corrupt 
the whole body. It is known by the ſtaring 


and turning back. of the feathers. For — 
cure, 
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Of Cock- Fighting, | 
cure, yon muſt pull away the feathers, and 
open the ſore to thruſt out the core, then waſh 
_— with water and falt, the Cure is ef- 
edtec 1 | 


. If your Cock or Hen have the flux which 
hapneth by eating too much moiſt meat, you 
may cure them by giving them ſcalded Peaſe- 
bran; but if they cannot mute, anoint their 
vents, and give them corn ſteept in Man's 


- ' , 


wt 


Lice is a common infirmity among them, 


Proceeding from corrupt food, or for want 


of bathing, in Sand-Afhes or the like; this 
Malady you. muſt cure in taking Pepper bea- 
ten to powder, and mixing it with warm 
water, waſh them therewith, If they are 
troubled with fore Eyes, taking a leaf or 
two of Ground-Ivy, and chawing it well 
in your mouth, ſpit the juice thereof into 
their Eyes, and it will preſently heal, What 
other infirmities are incident to theſe 
Birds of Game I ſhall leave, and their 

Cures, to your own practice and obſervation. 


An Excellent and Elegant Copy .of 
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VERSES upon two Cock's fightin 
by Dr. R. Wild. PAO" 


2 jon tame Gallants, you that have 4 Name, 
And would accounted be Cocks of the Game; 


' That have brave Spurrs to ſhew fort, and can Crow, 


And count all Dung bill breed, that cannot (how 
Such painted Plumes as yours; which think't ao vice, 


Mub Cack-like-Luft to tread your Cockatrice. 


Tho Peacacks, Woodcocks, Weatbercocks you be, 
If are not Fighting-Cocks Yare not for me. 

I of two-Feather'd Compatants will Write ;, 

And he that means to ti Life to expreſs their Fight, 
Muſt make bis Ink the Blood which they did ſpill, 
And from their dying Wings muſt take his Quill. 


O ſooner were the doubtful People ſet, 

. NV The Match made up, and all that wonld bad 
But ſtrait the skiiful Fudges of the Play (bet; 
Brought jor their ſharp-heePd Warriors; and they 
Mere both in Linnen Baggs, as if tere meet 

Before they Dy*d, to have their Vinding- ſheet. 

Into the Pit they're brought, and being there 
Upon the Stage, the Norfolk Canticleer 
Looks ſtoutiy at his ne er before ſeen Foe, 
And like à Challenger began to Crow, 
And dap his Wings, as if be would diſplay 

His Warlike Colours which were Black and Grey. 
Mean time the wary Wisbich walls and * 
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174 Of Cock-Fighting. 
His active Body, and in Fury Wreaths 

His comely Creſt, and often looking down, 

He whets bis angry Beak upon the Ground. | 
This done they meet, not like that Coward Breed 
Of Zlop's ; theſe can better Fight than Feed: 
They ſcorn the Dungbill, tis their only Prize, 

To dig for Pearls within each other*s Eyes. 

They Fought ſo nimbly that *rwas hard to know,” 
To th? Skilful, whether they did Fight or no; 

If that the Blood which dy d the fatal Floor, 
Had not born Witneſs oft. Yet Fought they more + 
A if each Wound were but a Spur to Prick | 

Their Fury forward, Lightnings not more quick, 
Or red, than were their Eyes: Tas bard to know 
Whether *twas Blood or Anger made them ſo. - 
Tm ſure they bad been out, bad they not ftood 

- More ſafe, by being fenced in with Blood. 

Thus they vy'd blows ; but yet ( Alaſs !) at length, 
Altho their Courage were full try d, their Strength, 
And Blood began to Ebb, Du that have ſeen 

A Watry Combat 3 EY _—. 

Two anpry-roaring-boylmg Billows, | 

They march, and meet, and daſo their curled Brow ; 
Swelling like Graves, as tho they did intend. 
T*mtomb each other &er the Quarrel end; 

But when theWind is down, and bluſtring Weather, 
They are made Friends, and ſweetly run together; 
May think theſeChampions ſuch: ther Blood grows low 
And tbey which leapt before, now ſcarce can go: 
Their Wings which m4 at each Blow they elapt, 
(As if they did applaud themſelves) now flapt; 
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And having loft tVad vantage of the Heel, 
Drunk -with each others Blood, they only reel; 
From either Eyes ſuch drops of Blood did fal, 

A if they wept them for their Funeral. 
And yet they fain would Fight ; they came ſo near, 
 Methbought they meant into each other's Ear 1 
To whiſper Wounds ; and when they could not riſe, 
They lay and lookt Blows int each others Eyes. 
But now tbe Tragic part! after this fit, 
When Norfolk Cock bad got the beſt of it, 
And Wisbich lay « Dying, ſo that none, 
Tho' ſober but might venture Seven to One; 
Contracting, like a* dying, Taper all 

His ſtrength, — with the Blow to fall : 
He ſtruggles up, and having taken Wind, 
* a — 3 the _ _ 

now orfolk bavi 's Fyes, 

Fights only gad by g nog : . 8 : 
With bir; (Alas !) the Proverb bolds not true, 
The blows bis Eyes neer ſaw his Heart muſt rue. 
At length by chance be ſtumbled on bis foe, 


. Not having any power te ſtrike @ blow, 


He falls upm bim with bis wounded Head, 
And makes bis ors wings bis Feather-bed : 
Where lying ſick bis Friends were very Charie 
Of him, and fetcht in haſt a Pothecary ; 
But all in vain bis Body did ſo bliſter, 

That tas uncapable of any Cliſter; 


Wherefore at length =p bis fainting Bil 
He call d a Scriv ner and thus made his Will. 


+ % 


Inprimis 


Decentiy to 
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o Coct- Fighting 


I Nprimis, Let it never be forgot, es 
My Body freely. I bequeath to 1b —_— 

[6 boil'd, and for its Tomb 

Let it le buried in ſome bungry Womb, 

Item, Executor: I will have none, 

But he that on my (ide laid Seven to One: 

And. like a G that be ma Bur, 

To bim and to his Heirs my Comb Pa, | 

Together with. my Brains, that all may Gaby 

The of tentivnes bis Brains did uſe to crow, _ 

Item. it is m wil to th weaker Ones 

Whoſe Wrots complain of them, 1 give my Stones; 


| To bim that's dull I bm Spurs impart ; 


And to the Coward ] bequeath my Heart : 

To Ladies that are light it is wy will, 

My Feathers ſhould be given; and for my ha 

I'd giv't 4 Taylor but ir is ſo ſhote, | 

That Pm Hall hell rather curſe me fort :- 

Aud for the A pot becaries fee who meant ‚ 
To give me a Clift fer, let my Rump be ſent. ._ 
ſtly, becauſe 1 feel my Life decay, 

* and give to Widbich Cock the - & 
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Tires 3 a hof on the Cards, 
is accounted to be the moſt Courtly, be- 
ing properly, by thg underſtanders of it, 
thought only fit for Kings and Queens, great 
Princes, Noble: men, Mc. to Play at by rea- 
ſon of ſuch great Loſſes, or Advantages as 
may. poſſibly: be on one fe or other, during 
the time of n No 
It is in its Nature not much unlike t dur 
late Ron Od Lottery; And zs that, by the 
Lottery maus having five Figures in tyoſahd 
thirty for himſelf, muſt»cerrainly be a 
derable/Profit-to- him in length of Time; ih 
here the Dealer that the Bank having 
the firſt and laſt Card at nis on diſpoſe, and 
other confitterable Privlledges in the Dealir 
the Cards. has (without doubt) u Hater 
Proſpect of Gaining, than theſe" that Play t 
this was a. Truth 15 acknowledged: in France, 
that the King made a_Public Edict, that ches 
Friviledge of a Talkzve, or offe'thit keeps the 
Bank at Baſſet, ſhould" bily be / allowed *t6 - 
 Prineipul"Cadows, or Sons of great Fails, 4 
ſuppoling that whoever was Io befriended a8 K 
$0be" admitted to A ws F 
* 3 1 . 
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of a conſiderable Eſtate. 


5008 Maſe, \ h C 


5 HE Talliere is he that kee 
who lays down a Sum of 
all thoſe that Play, to anſwer every 


Prof. 
the Gameſters that Play. 


boi be Talis, belong! 
wn . * nn he gains Jl 


The Explanation of the Tons. 


— Bank, 
before 
inning 
Gard. that ſhall appear inhis courſe te of Dealing. 
. The Crowprere is one that is aſſiſtant to 
the Tallere, and ſtands by to ſuperviſe the 
Cards; that when there are a confide- 

table Company at Play, he may not loſe by 
over ſeeing any un that might turn to his 


A gl 
rally in a very ſhort time become poſſeſſor 


But all others for fear of ruining private 
Perſons, and Families, are confin d Politicly 
to a Twelve-pe peny Bank, tho here they 
the liberty of ſtaking what they. pleaſe. 


- The Terms of the Game are theſe. 


have 


* Tallwe, - 075 $2 The Pay,” 

+. Croupiere, FE: Alpiew, 
| . þ Sept. et. le va, 

The Faſe, 18 uinze-etle-va, 
The Conch, - Þ 55 rent · et · le· v a. 
2 The Par ok, — 1 Ade, _ 


7 $67 The Punter is 4 Tenn for every one of 1 


A. The Foſſe, is the ſt Card that i 18 turn'd ? 
ing to the whole Pack, 
the Vallue of the Mo- 
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Baſſet a French Came. 179 
ny that is laid down upon every Card of that 
Dee 5 oo re” 
| F. The Conch is a Term for the firſt Mony 
| that every Punter puts upon each Card, every 

one that Plays having a Book of Thirteen ſe- 
veral Cards before him, upon which he may 
ly his Mony more or leſs according to his 

ancy. - A EE 88 

| 6. The Paroli is a Term explain'd thus, 
that having won the Couch or firſt Stake, and 

| having a mind to go on to get a Sept-et-le-va, 
Fou crook the Corner of your Card, letting 
| your Mony lie without being paid the vallue 
of it by the Tallere, ang 
7. The Maſe is when you have won the 
Couch, or firſt Stake, and will venture more 
Mony upon the ſame Card, which is only 
rr to the Diſcretion of the Punter, who 
nows or ought to know the great Advanta- 


ges the Talliere has; and therefore ſnould be 

| ſubtle enough to make the belt of his own 

| Game. IN 3 UN Eg: 

8. The Payis when the Punter has won the 

Couch or firſt Stake, whither a Shilling, halt- 

Crown, Crown, Guinny, or whatevsr he 

lays down upon his Card, and being fearful 

to make the Paroli, leaves off, for by going 

the Fay if the Card turns up wrong he loſes 

nothing, having won the Conch before, but 

if by this Adventure Fortune favours him, he- 
Wins double the Monv that he Stakes. 

OWLS i: N 2 9. The- 
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180 | Baſſet a Freuh Game, _ 
9. The Alpiew is much the ſame thing as the 
Paroli, and like that Term us d when a Conch 
is won by turning up, or crooking the corner of 
the winning Carxd. 0 120% 3317 4 

10. Sept-et-le-va is the firſt great Chance that 
ſhews the advantages of this Game, as for 
example - If the Punter, has won the Couch, 
and then makes a Paroli, by crooking the core. 
ner of his. Card, as is faid before, and going on 
toa ſecond Chance his winning Card turns up 
again, it comes N hons, which is ſeven 

es as much as he laid down upon his Card. 

- Bit, gare as next in its turn is at- 
tend ing the Punter s Humour, who perhaps is 
reſolvd to follow his Fancy and. ſtill tay his 
Mony upon the ſame Card, which is done by 
crooking the third corner of his Card, which 
coming up by the Dealing of the Talliere, 
makes him win fifteen times as much Mony 


Bus . # + 1 w# 43 


12. Trent-et-le-va ſucceeds Quinxe-· et · le va, 1 
and is markt by the lucky Funter, by crooking - 
or”bending the end of the fourth corner of 
his winning Card, which coming up, makes 
him Purchacer of three and thirty times as 1 
much Mony as he laid down. 

13. Soiſſant- et- le- va is the higheſt and great- 
eſt chance that can happen in the Game, for 
it pays Sixty ſeven times as much Mony as 

s Stak d and is ſeldom won but by ſome luck 

|. Punter who reſolves to puſh the W 9 
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dis good Fortune to the height: It cannot be 
won but by the Talliere's dealing the Cards o- 


Baſſet, a Fren 


Ver again, which if his winning Card turns 
up, pays him with ſuch a prodigious Advan- 


has broke the Keeper 


—_— >: 

And as I ſometimes have ſeen at the Royal- 
Oak Lottery (before mention d) a Figure corne 
up that by ſome Guinnys laid on it in full, by 
the winning Eight and Twenty times as much 
of it, ſo by the Courage 


and extraordinary Luck of ſome puſhing Pa- 


ter at this Game, ſome great Stake with Ho- 
iN ant · et · le va may turn up, and by that mearis 
reak the Bank. | 
But this very rarely happens; the Tallier::, 
like the Lottery-man being a great deal'moite 


likely to break the Gameſters than they hirn. 
' The Sence of this great Advantage which the 


Dealer has (ſeveral Families having been ru- 


Ind by Playing at it) has caus'd this Game to 
be modelFd to a Twelve-peny Bank in Franca. 
The order of the Game is thus. 

They fit down round a Table, as many as 


| pleaſe, the Talliere in the midſt of them with . 
the Bank of Mony before him, and the RN. 


turs each having a Book of thirteen Cards, 
laying down one or two, thtee or more as 
they pleaſe with Mony upon them, as Stakes, 


then he takes the Pack altogether in his hand 


and turns them up, the bottom Card appearing 
| | is 
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lue of Mony laid down by the Pumters upon 


The manner of the Play is thun. 
After the Faſſe is turr'd up and the Talliere 
and Croupiere have look d round the Cards on 
the Table and taken half the Advantage of 
the Mony laid on them he proceeds in his 
Deal, and the next Card appearing, whither 
King, Queen, Ace, or whatever it be, wins 
for the Punter, who may receive if he has laid 
Mony on ſuch a ſort of Card the vallue, or 
making Paroli go on to a Sept- at- la- va, as has 


been faid, the Card after that wins for the 
Talliere, who takes Mony from each Punters 


| 'Card of that fort and brings it to his Bank. 
The Talliere's manner of Expreſſion in Play- 


ing the Game is thus: If the winning Card 


| be a King and the next appearing after it be 
2 Ten, then he ſays (ſhewing the Cards that 
appear to all the Punters round) King wins, 
Ten looſes, paying the Mony to ſuch Cards 
as are of the winning fort, and taking the 


j Mony to ſupply his Bank from thoſe that 


looſe; that done, he goes on with the Deal, 
as, Ace wins, Five looſes, Knave wins, Seven 
looſes, and ſo every other Card alternately - 
winning and looſing till all the Pack be Dealt 
cout but the laſt Card. | 


any Card of that ſort as has been ſaid before; 


Tbe laſt Card rurn'd up (as I hinted before) 
13 .& 


Ld 


- Aries to 8 Talliere, becauſe by the Ruleofe tha 
Game which was contriv'd for his Benefit thoꝰ it be turn 4 
up and the Punter may happen to have ſtak d upon one of 
' the ſame ſort, yet it is allow d as one of his Dues in relation - 
to his Office, and he pays nothing, 

| The Punter tis certain who is luckily Adventerous and 
can puſh on his Couch with a confiderable take toSept-er-le- 
va, Ouime-et-le-va, Trent-et-le-ya, &c. If he have the for- 
tune to arrive at that pitch muſt in a wonderful manner mul- 
tiply his Coach or firſt Rake, but that is ſo ſeldom done conſi- 
dering the frequency of the. Punters loſſes in compariſon to 
the Bank's Advantage, that the dimmeſt Eye mayeafily 
ſee without a Pair of Spectacles, how much and conſidera- 
bly the defign of this Court Game is in the fayour of the | 
Talliere. 

The liferry u that is uſed by oar Engliſh puſhing Adven- ! 
turers at this Game makes it of quite another kind than it 
— — France, for they (as has been ſaid) are compell d by the 
5 craigt-Authoricy to ſtint the Prodigal humours in Punt- 
. in * < are only to play at a Twelve Peny Bank, where 
—. loſſes or gains cannot be ruinous, nor ſo extravagant a 

to make adelolation in a Family: But here in England the 
P unter: N by no ſuch confinement, have the lij- 
bert y to ſt two, three Guinnys or more upan a 
Card, as I frequently have ſeen ſome of the Nobility do at 
Court, which, the Couch being Alpiew'd, or Paroli d, to 
Sept. et · l- va, Quixxe- et · le- va, Trent · tt · le- va, &c. (which 
does ſometimes ppen) muſt needs redoune extreemly to 
the Punter's profit, who by the Advantage of the Multi- 
pllication undoubtedly raiſe his Couch, or ſtake (if bs 
be ſo couragious to make it valluable) to a very extraordi- 
nary Sum; And if he be ſo befriended by Fortune to bring 
it to Sviſſent-et-le-ug, he is very likely to break the Bank, by . 
gaining a Sum ſo bulky that tis probable at preſent the 
fo Falliere isnetable to pay. 2 
- But this (like Snow in Summer) is a rarity that happens * 4 
very ſeldom, tho? it ſometimes has been, and therefore is ig - 
deed only a for the Punter to urge bim to venture bis 
Stake boldly: 75 Tallieres certain Advantage for all 
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Baſſet, a French dam. 


4 o dus demonſtration of the Puntez*s probability of witi 
"niet, being plainly obvious and unanſwerable as ſhall fur 


Aber appear. | | 


. | a Ten, or any other Card Wins for che Fus 


fer, if onother Ten comes up jall after in the winning Car 
Plate it does not win for him, but for the Bank, but if 
| =” comes up three or four Cards after that it wins for the Pan- 
der: If Ace or any other Card wins at firſt, and afterwards 
|| © ZeomeSupagain in che next winning Cards place it does not 
"go; but by a term they have for that part of the Game iz 
ald to retire, till the next opportunity, becauſe by the rule 
of the Game it muſt go for the Bank before the Punter. 
But then in return of this, and ſubtly to gain the eſteem 
of all the young Adventurers who are apt to ſet their Mony 
neg if the Card happens to come in the next. looſing 
place, it does not looſe, becauſe it has not gon far the un- 
ur, but alſo retires without 7 Bank having won a 
Couch which the Talliert ſaves and ſhould have paid. 
= N o conclude, this Game as the aforeſaid Royal Oal-Lot- 
tery was formerly, is of ſo tempting and decoying a Nature 
dy reaſun ot ſeveral ſpecious Multiplications and Advantages 
which ſcemingly it offers to the unwary Punter, that a great 
many like it fo well, that they will in ſome Coffee-houſes, 
and other public places, play at ſmall Game rather than give 
out, and rather than rot play at all, will Punt at a Groat, 
Three · peny, nay a Two-peny Bank, ſo much the hopes of 
winning the Nu) ne- et · le · va, and Fent- ei- le- ua intoxicates 
them, but the judicious whole love of Gaming does not 
exceed his governable underſtanding, will not engage at it; 
or if he does, will play fo warily as not to be drawn by the 
ſeeming profitable Gloſſes ſince tis moſt certain that it can- 
not be upon the. ſquare, and that the Talliere if he pays you 
twenty bound in one Nights Play, only gives yo oppor · 


tunit y in another to loſe an -Handred. 
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